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P.O. Box 811 - Elyria, Ohio 44036 

800 - 535-4290 

Tech Info & Fax 216-926-3842 
9AM- 9PM EST call for catalog 

’ products^ 

88 Meg removable Hard drive 

CALL!! 


ONE SHOT Haiti Drives 

small size 

5 1/2"W X 2 1/4’H X 8"L 


Ordering info: Visa. MasterCard or COD. No personal Checks 
No surcharge for credit cards. COD add $3.75 Restocking fee $10. 
.Ohio reside n ts ad d 5 .5 % state t a x 

Shipping Info: Free shipping on Orders over $100, in the 
continental USA. APO & FPO actual freight.We ship UPS.. 
International : Actual freight. 


© a p hard ©rives 

The only enclosures we know 
of that has the on/off switch 
up front, where it belongs, and 
a removable power cord, the 
others don’t! Complete with 
fan, mounting hardware & 
50pin SCSI cable. 

Dual monitor hold 2 drives 
3.5"or5.25" 

$124.95 
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Complete assembled unit, using ICD Advantage Plus host(w/clock) and software, Seagate drive, SCSI 
cable, and fan! Ready to plug in and use .. All units have a one year warranty. (Syquest drives 2 Years). 
Available without clock for $10 less. This enclosure is of the highest quality. 


ST125N-1 3.5" 20MEGS 28MS $279 
ST138N-1 3.5" 30MEGS 28MS- $309 
ST157N-1 3.5” 50MEGS 28MS- $345 
ST277N-1 5.25" 65MEGS 28MS- $349 
ST296N-1 5.25" 85MEGS 28MS-$369 
ST1096N 3.5" 85MEGS 24MS-S409 
QUANTUM 3.5" 105MEG 19MS - $567 
QUANTUM 3.5" 168MEG 15MS - $800 
QUANTUM 3.5" 210MEG 15MS - $872 
QUANTUM 3.5" 331 & 425 MEG - Call H 
SYQUEST 44DRIVE&CARTRIDGE-S565 
EXTRA CARTS- $85ea 
SYQUEST 88DRIVE&CARTRIDGE- Call 11 
EXTRA CARTS- CALL I! 


20 MEG 28MS - $459 
30 MEG 28MS- $479 

* 50 MEG 28MS- $540 

* 85 MEG 28MS- $584 

* 85 MEG 24 MS- $624 

* 105 MEG 19MS - $782 

* 168MEG 15MS - $1015 

* 210MEG 15MS - $1087 
SYQUEST 44MEG REMOVABLE- $749 

SYQUEST 88MEG REMOVABLE- $CALL!! 
* Current Notes public domain library on your 
Hard Drive $40 (about 40megs>* 


30 MEG 28MSEC & 44 - $1068 
50 MEG 40MSEC & 44 - $1088 
50 MEG 28 MS EC & 44 - $1104 
85MEG 28MSEC & 44 - $1138 
85MEG 24MSEC & 44 - $1178 
105MEG 19MSEC & 44 - $1366 
168MEG 15MSEC & 44 - $1600 
210MEG 15MSEC &44 - $1672 
DUAL 44MEG SYQUEST - $1375 
Call for 88meg removable pricing 
Larger drives and other combinations 
available! 
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1040 STB & 520FM- $425 & $350 
MEGA STE w/4megs- $1599 
SM124 mono monitor - $170 
SC1435 14" color monitor - $349 
PORTFOLIO-call!! 
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Modem cable - $7 

Supra 2400 baud - SI04 w/MNP5 - $169 
Zoom 2400 baud modem - $95 
US Robotics Courier 2400 - $299 
US Robotics Courier HST 9600Bd - $599 
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Master 3S - $139 

Master 3S-D(has track indicator)- $149 
Master 5S (5.25") - $205 
Atari SF314- $165 
Drive extension cable 6 ft - $13.95 




3.5*'- 90disks- $24.95 
3.5"- 135disks- $31.95 
.25"- 120disks- $32.95 



Z-Ram - 25 or 4 megs - $105 

(Board w/chips 2.5Megs- $201 4 Megs- $297) 

Z-Ram/2.5- 520 ST-2.5Meg - $100 

(Board w/chips 2.5Megs- $196) 

Z-Ram/Mega II- 4Megs - $100 
(Board w/chips- $196) 

1 Meg 80ns Chips $6.ea 
STE SIMMS lmeg each - $55 
JRI Memory Board(uses simms)- $109 




AdSpeed(ICD’s 16mhz accelerator) - $270 
Blitz cable w/software - $46.95 
Cleanup ST-$24.95 
Drive Master - $32 
DVT-VCR hd backup - $109.95 
50pin SCSI dual drive cable 18"- $10 
HP Desk jet printer - $549 
HP Desk jet 500 printer - $559 
ICD Advantage Plus w/clock - $93.77 
ICD Advantage (no clock) - $83.77 
ICD Advantage Micro (Mega’s) - $77 
Lantech Local Area Network- $299 
Mega Keyboard Extension 6ft - $11 
Mega Keyboard Extension 8ft - $12 
Mega Keyboard Extension 12ft - $13 
Mega Keyboard Extension 25ft -$14 
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Mega Touch springs - $9.49 
Migraph Hand Scanner(w/Touchup) - $319 
Monitor Master - $32 
Monitor Stand (adjustable) - $14 
Monitor Stand w/power switches - $45.95 
Mouse Master - $26 Mouse mats - $5 
Mouse (Atari) - $48 
Mouse (Golden Image) - $37 
Multisynch Monitor (Acer) - $439 
Omniswitch - $79 Switch Res Soft.- $14.95 
Panasonic KPX-1124 24pin - $299 
PC Speed-$199 AT Speed-$359 
PC Speed Bridge - $65 
Spectre GCR(cart)- $215 
Printer or Modem Cable - $7 
Star NX1001 9pin printer - $160 
Star NX-2420 24pin printer - $279 
ST/time (under rom clock) - $43 
Supercharger W/lMeg - $429 
Supercharger Power Supply - $26.95 
Synchro Express - $79 
TC Power (software for IBM emulators) - $39.95 
Turbol6 Accelerator - $257 
Tweety Board - $27 
Universal Printer Stand - $13 
Vidi ST-$124.95 Vidi-Chrome ST - $34.95 
Z-Keys (use CBM keyboard) - $96.95 



























1 - 800 - 845-3070 


Micro Computer depot 

Atari's largest dealer in the south east We are Sales and Service authorized 
for the complete Atari line. Call for current pricing on all machines. 


Store/Order Hours 
Mon-Fri 9:00-6:00 
Sat 10:00-5:00 


Atari Computer Peripherals 


520 ST 

3095 

SF3MDSFDD 

91995 

1040 STe 

44095 

SC143514'Color Monitor 

38995 

MegaSTe/2 

159995 

SM124 XT Monochrome 

17995 

MegaSTe/4 

1,74095 

SLM605 Laser Printer 

1,8)595 

Megafile 30 

44095 

Drum Kit 

*995 

Megafile 60 

79095 

loner Kit 

6495 

Megafile 44 

79995 





Entertainment 


Productivity 

Adv Destroyer Sim 

4495 

Calamus 

22095 

Betrayal 

5295 

Outline 

23195 

Coin Op Hits II 

jpgs 

Font Editor 

84.95 

Falcon Mission II 

2495 

Data Manager 

6795 

Hard Drivin II 

4495 

Data Manager Pro 

19995 

Lemmings 

3995 

1st Word Plus 

8095 

Merchant Colony 

5295 

Pagestream 182 

16095 

NAM 

5295 

Publisher ST 

7095 

Night Shift 

3395 

Swift Calc 

67.95 

Overlord 

4795 

Wbid Flair M 

11095 

Power Monger 

4795 

Word Perfect 

19095 

Winning Team 

5295 

Wbid Writer ST 

67.95 


We import many popular European titles. Call for weekly specials. 


7018 Two Notch Road 
Columbia, SC 29223 
No surcharge for credit card orders. 



Complete ST Systems 

520 ST Telecommunications 

520 ST Computer 
SM124 Monochrome Monitor 
SX212 Modem 
STalker/STeno Software 
RS232 Cable 

$575.00 

520 ST Home Publisher 

520 ST Computer 
SM124 Monochrome Monitor 
Timeworks DTP 
Citizen 200GX Printer 
Printer Cable 

$775.00 

7000 STe Graphics System 

1040 STe Computer 
SC1435 14" Color Monitor 
Deluxe Paint Software 

$965.00 


1000 STe Print Shop 

1040 STe Computer 
SM124 Monochrome Monitor 
Migraph Hand Scanner 
Touch-Up Software 
Easy Draw Software 

$101500 

1000 STe Publishing System 

1040 STe Computer 
SM124 Monochrome Monitor 
Timeworks DTP 
Citizen 200GX Printer 
Printer Cable 


$1095.00 
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S 9106 on the first line, that means your subscription | 

1 ends in 1991, month 6, i.e. the June issue is your last | 
if Renew ASAP to be sure you do not miss any issues. 

H!iji t ( .,:!*• 

The cover. I don’t know how it will come out yet, since this is the 
first time Current Notes is attempting a full color cover. But if all goes 
well, the cover should depict a scene from Hero's Quest, which is 
reviewed in Richard Gunter’s “Starting Block” column this month. 


r —— - - 

This publication is produced using an Atari Mega ST4* an 

Atari SMI24 monochrome monitor and a Mooiterm Viking 
monitor, a Navarone scanner, and the Atar SLM804 laser 
printer. Most of the output is generated with Calamus, 
Some pages, including advertisements, am produced with 
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by Joe Waters 

When I am not working at my Atari on Current Notes , I 
am at my government job working on a Mac IIx. I don’t do a 
lot of fancy things on the Mac. I write papers or memos and 
use Microsoft Word to do that. I send messages back and forth 
to my immediate co—workers and use Microsoft Mail for 
that. On occasion I might use Excell for spreadsheet work or, 
perhaps, PowerPoint for some briefing slides. In the back¬ 
ground, HyperCard is used for a rolodex—style phone book 
and for a calendar of events. I’ve produced a couple of publi¬ 
cations in PageMaker , but, having already done that, it has 
been more efficient recently to produce the documents with a 
word processor and then turn the file over to “specialists” 
whose job it is to make things look attractive for finished pub¬ 
lications. After all, I am paid for my contribution to the con¬ 
tent of the documents, not for making them look nice. 

My use of my “workstation” is not atypical of that of 
other colleagues on my Mac “network.” Why do I mention all 
this? Well, you may have heard or read about the newest, lat¬ 
est, greatest, operating system from Apple, System 7.Q A long 
time in development, it is now ready for prime time. Am I go¬ 
ing to rush out and get System 7.0 to install on our network? 
Maybe. In about a year, we may consider it. As for now, 
things are working pretty well. It took some time to get to the 
point where things are working well and I, for one, am not in¬ 
clined to rock the boat. 

Let me tell you a little about our Macintosh network. It is 
the easiest thing in the world to set up. Buy your computers 
(several), buy an expensive postscript laser printer (single), 
unpack everything, get some telephone extension cords, get 
some network adapters, plug everything in it. There you have 
it, a network. Several users can share the same printer. Do 
whatever you want on your Mac. When you are ready to 
print, choose the print option, and off your document goes to 
the network printer. You can even share files, or send mail, by 
purchasing the appropriate software and dedicating one of the 
computers to serve as “server.” Small group, simple setup, 
everything works just fine. 

More people come, group grows, more Macs (newer 
models), more printers, more connections, and everything 
still works, sorta. You discover that the latest Macs come with 
a newer “system” and, when that is installed, it configures the 
printer to be compatible. However, someone with the old sys¬ 
tem sends their file to the printer and, finding it incompatible, 
it has to “reconfigure” the printer. The competing systems are 
spending all their time reconfiguring the printer! So, everyone 
on the network has to use the same version of the system. 
Whoever is lucky enough to be “system administrator” goes 
around to every machine replacing foe system files. 

Apple software is user friendly. Just pop in a disk and 
follow foe prompts. Let’s install foe mail system on foe new 
computers. Pop in foe master disk, follow foe prompts, 
whoops! Problem: foe installation program, developed before 


these models existed, doesn’t know anything about this model 
computer. It can’t even boot the computer; installation 
aborted. (Call in Mac Guru; figure away around problem.) 

Now, some people who were perfectly happy with what 
they had before foe arrival of foe new computers, and new 
systems, find that some of their programs don’t work any¬ 
more! Seems there is a problem with that program and foe 
new system version. Hmmm, have to fix that. Someone else 
discovers a nifty new desk accessory and installs it on his 
workstation only to discover problems suddenly appearing. 
The new program seems to be incompatible with something 
else that was on foe system. But what is it? Don’t know. Trial 
and error testing is required to track down the conflicting pro¬ 
grams. And, of course, the worst case is when somebody tries 
something or some program on their computer which “brings 
down” foe server and crashes the network. Now nobody can 
get to their mail (it was on foe server) and where do you sup¬ 
pose they kept all their important messages? Yep, in their mail 
files on foe server. 

Eventually, things do settle down and foe network stabi¬ 
lizes. No more crashes, everything is running just fine. Every¬ 
body is content with foe system since it is working and they 
can get their jobs done. And now, enter System 7.Q 

System 7.0 is not a minor change. It is a big change. 
More software will be incompatible. Will foe company want 
to buy upgraded versions of “new” software that will be 
needed to take advantage of System 7.0 features, or maybe 
even just to run under System 7.0? Will the users be keen on 
seeing their nice stable world suddenly disturbed? Will they 
want to face foe prospect of learning a new program (it just 
took them a year to get comfortable with foe old program)? 
Since everything seems to be working perfectly fine now, just 
what exactly again were foe terrific new “advantages” we will 
be getting from switching to System 7.0? Will these advan¬ 
tages outweigh all foe disadvantages? 

Adding up all these questions, I think we will wait on 
System 7.0.1 think we are not unique. Businesses have rushed 
out and bought computers. They have rushed out and pur¬ 
chased software. They struggled to train users. They pur¬ 
chased new computers and new software and provided new 
training. They have gained a good deal of experience in this 
area. That experience has taught them to be cautious. 

The computer industry has grown dramatically by foe 
feeding frenzy of everyone grabbing up every new version, 
every faster machine, every slick gizmo. But, foe feeding 
frenzy is over. We are in a recession and people are discover¬ 
ing what they have is good enough. It will be interesting to 
see how foe computer industry adjusts to foe new realities. 

P.S.: Atari, you can’t rest just yet. You still need to produce 
EGA quality color graphics. 
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Order Line 

(800)876-6040 
US and Canada 


Joppa 

Computer Products 


Information Line 
(301)676-1948 
Order Status / Tech 


Complete ST Hard Drives 

44Mb Removables Systems 
Complete ST Ready (1-Cartridge) $649 

44Mb Removables and Fixed Hard Drives 
42Mb 19ms $945 82Mb 19ms $945 
105Mb 19ms $1145 
All of our removeable systems includes a 
shoebox style case, 1 cartridge and ICD AdSCSI 
host adaptor. Add $10 for clock/calendar option. 
$75 for additional cartridges or 3 at $72 each 

Shoe Box Style Fixed Hard Drives 
42Mb 19rns $499 82Mb 19ms $599 

105Mb 19rns $759 

All of our fixed hard drive systems includes a 
shoebox style case and ICD AdSCSI host adaptor. 
Add $10 for clock/calendar option. 

MEGA ST Internal Hard Drive Kits 
42Mb 19rns $419 82Mb 19rns $449 

105Mb 19rns $529 

Mega ST internal kits includes ICD AdSCSI Micro 
host adaptor plus installation instructions. 
These are low power consumption hard drives 

FULL 2 year warranty (parts & labor) on all of 
our Hard Drive Systems! 

All Hard Drive Systems and Kits are shipped with 
40Mb+ of PD/Shareware/Demo Software 


New ST Software 

Killing Cloud 

30.00^ 

GODS 

$30.00 

Megatraveller 1 

36.00 

Monkey Isld 

35.00 

Skull & Cross 

30.00 

Afrika Korps 

35.00 

AbbreviatorST 

13.50 

Menu Plus 

24.00 

Lemmings 

30.00 

DT-Paint 

30.00 

Nam 

35.00 

UIS 3.3 

15.50 

Back Future Pt 3 

31.50 

Univ. Network 

52.00 

Specials 


Pro Tennis 2 

30.00 

Data Manager ST 29.00 

CalAssistant 

21.00 

DevPac ST 2.0 

49.00 

Hydra 

30.00 

HiSoft Basic 

19.00 

BRAT 

30.00 

HiSoft Basic Pro 

49.00 

Hot Wire 3.0 

28.00 

HiSoft C 

49.00 

MaxiFile 3.0 

28.00 

Tempest II 

25.00 

Hot Wire + 

41.00 

Timeworks Pub 

49.00 

JJohort / Rome 

30.00 

Word Writer ST 

29.00 , 


Atari ST Hardware 
Atari 1040 STe Computer (1Mb RAM) 

Atari 1040 STe Computer (2Mb RAM) 

Atari 1040 STe Computer (4Mb RAM) 
with STe Internal Clock Chip 
Atari SCI 435 Stereo Color Monitor 
Atari SMI 24 Monochrome Monitor 
Atari SF314 DS Disk Drives 
Atari SLM 605 Laser Printer 
Atari ST TOS 1.4 Chip Set (2 set or 6 set) 

Atari MegaFile 30 Hard Drives 

Atari ST Accessories 

AERCO RAM Upgrade (1040ST or 520STf only) 
Atari 1040STe Clock Chip (Joppa Software) 

Best Electronics ST Trackball 
Cordless Mouse (Practical Solution) 

Drive Master 

DVT Hard Disk Backup System 
Forget-Me-Clock II Cartridge 
Golden Image Mouse 
ICD AdSCSI + Host Adaptor (w/Clock) 

ICD AdSCSI Host Adaptor 

ICD AdSCSI Micro Host Adaptor (Mega ST) 

ICD AdSpeed ST Accelerator 
IMG Scan 

Indus GTS 100 3.5 DS Drive (w/Track Indicator) 
Indus GTS 1000 5.25" Drive & Drive Master 
Joppa FAX SF-01 (2400/4800 Modem/Sendfax) 
Joppa FAX SF-02 (2400/9600 Modem/Sendfax) 
JRI RAM Upgrade (incl. 4096 color board) 
Master 3S DS Drive 

Master 3D DS Drive (w/Track Indicator) 

Monitor Master (Practical Solutions) 

Mouse Master (Practical Solutions) 

New World II Upgrade Board (uses SIMMS) 
ST/lme Clock Chip 

Supercharger 1 Mb RAM w/Power Supply 
Supra 2400 Modem (with ST cable) 

Tweety Board (Practical Solutions) 

Xtra RAM Upgrade (2.5Mb Max) 

Z-RAM 2.5 Upgrade (2.5Mb Max) 

Z-RAM 3D Upgrade (4Mb Max) 

Z-RAM Upgrade (for Mega ST 2’s) 

2Mb DRAM Chips (80ns) for Aerco/Xtra/Z-RAM 


$389.00 
499.00 
599.00 
add 40.00 
339.00 
159.00 
149.00 
999.00 
89.00 
379.00 

125.00 

42.00 

49.00 

75.00 

25.00 

69.00 

42.00 

39.00 

94.00 

84.00 

79.00 

225.00 

49.00 

129.00 

169.00 

139.00 

169.00 

99.00 

129.00 

149.00 

30.00 

25.00 

95.00 

42.00 

395.00 

99.00 

25.00 

105.00 

95.00 

105.00 

115.00 

95.00 


1 MB SIMMS (80ns) for STe/JRI/New World Upgrdes 55.00 


Shipping 

Software 
Others 
Hard Drive 


PO Box 226 / 

US 2nd Day 

$4.00 $6.00 

$4.00 $8.00 

FREE $12.00 


Computers/Monitors/Printers - 
COD Orders +$4.25 +4.25 +$4.25 


Joppa, MO 21085 

AK/HI/RI APO/FPO/Canada 

$10.00 3% min $6.00 

CALL 3% min $6.00 
CALL 3% min $10.00 
inters • CALL 
+$4.25 n/a 




/ FAX Line (301)676-2989 

We accept Visa and Mastercard with no additional charge, 
EXCEPT on hard drives, add 3%. All software sales are final. All 
defective products are replaced with the same item. Non-defective 
returns are subject to a 10% restocking fee. All prices and product 
availability is subject to change. 

FAXed orders to us receive $2 off of shipping. 

Ail orders of less than $20 add an additional $2.00. A 
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Atari Door-to-Door 

To the Editor, 

I have been using my Atari 520ST 
for about four years now. During this 
time I have listened to many voices say¬ 
ing Atari should do this or do that, 
most of these voices complaining that 
the whole world has not appreciated nor 
converted over to Atari because the 
company had this fault or the other. 
Whether or not the world converts does 
not effect me so much since I own and 
enjoy my machine, anyway. 

I certainly hope Atari will con¬ 
tinue to be a viable company, but I won¬ 
der why the concern of other owners? 1 
deduce it is because the others want bet¬ 
ter software support. There is already 
more software out there than I can ever 
hope to use. In fact, I own more soft¬ 
ware than I can probably fully use in 
my lifetime. That aside, I suppose more 
support means more competition and 
better products. 

OK. I think the real reason is 
much more visceral. We love our ma¬ 
chines for a variety of reasons, all of 
which condense down to power; a per¬ 
sonal power which is constantly trying 
to find expression. So, if others prefer 
machines different than ours, it is taken 
personally. 

Meanwhile, the Atari Corporation 
is trying to run a solvent business with 
a very volatile product and market. To 
advertise or not to advertise is part of 
the question. The other part is how 
much? Other companies have invested 
megabucks into ad campaigns that have 
not produced justifiable fruit. It seems 
to me that Atari, over the years, has 
been trying to simply be prudent, bal¬ 
ancing market and production without 
going out on a limb. Meanwhile, us 
Atari folk can keep our little secret and 
enjoy what we have... or can we? I have 
an outrageous idea to file with all the 
other outrageous ideas. 

Consider first, that Atari wants to 
make inroads in the business use of 
their computers. So they compete head 
on with IBM. Atari wants to make it 
big in education, and run up against the 
big Apple. The logic is that if people 
use the machine at work or at school, 
they will want one at home. Tbrn the 
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logic around. If people use one at home, 
they will want one in school or at work. 

Atari was bom to be a home comp 
puter. No other machine on the market 
fits that niche better; period. And yet, 
the Atari can function perfectly well in 
other settings also. 

Conclusion... Atari would do well 
to target the home instead of business 
or school or some other specific indust 
try. Atari Corp. has been doing this to 
some extent, but has been trying to 
imitate the sales techniques used by the 
other companies, thus competing head 
on in markets already nearly saturated 
by the competition. A new approach is 
needed. 

Direct home sales. Wait, don’t 
touch that dial. Think about it. Encyclop 
pedias costing more than Atari compute 
ers are sold directly to the home, as are 
vacuums, pots and pans, cutlery, insuia 
ance, etc. Why not computers? This is 
wide open! 

It shouldn’t be difficult to conv 
vince the average household that 
today’s technology requires the advant 
tage of a home computer. Give your 
kids the edge! Go on line for sources for 
research papers. Bring work home from 
the office. Better yet, earn money at 
home with your Atari. Music, graphics, 
publishing, Atari has it all! THROW 
AWAY THAT GAME MACHINE, or 
better yet, sell it to someone else. They 
can’t begin to compare to what an 
Atari can do, anyway. Everyone in the 
home can use it; they do in my home. 

Atari should love this. Just look at 
some of the advantages: 

1. A very low ad budget. No TV 
campaigns or glossy ads in expensive 
magazines. 

2. Talk about target marketing! You 
literally go in the front door and reach 
the other markets via the back door. 

3. Sales and production match up, 
orders come in for what is sold. 

4. Direct customer support which 
means happy customers. The dealer 
goes to the home, gets the order, delive 
ers the product, sets it up, demonstrates 
it, and follows up as needed. 

5. While following up, make ano 
other sale for a monitor, disk drive, softw 
ware or whatever. (Are you getting this? 
Can you see the potential?) 


6. This is a proven market strategy. 
Atari is not really experimenting nor 
putting megabucks out on a limb such 
as they did with Federated. 

7. The computer is not more exp 
pensive, and in many cases, is less exp 
pensive than many items already in the 
home. 

8. The seller will have tremendous 
flexibility for packaging the product. I 
don’t need to spell this out, do I? 

9. This isn’t a one time sale. The 
distributor/independent seller will have 
repeat and ongoing sales. 

10. Not just the computers will be 
involved, but Atari’s complete line. A 
free subscription to Explorer will keep 
the customer abreast of what he needs 
next. 

11. Atari could do its own financi 
ing, underwritten of course by a finance 
company, just like the other direct sales 
people do it. 

13. As I see it, Atari doesn’t have 
anything to lose. There are very few dist 
tributors left in this country that would 
be hurt. Of course, some urban areas 
could be off limits to protect established 
outlets. 

That’s it, outrageous or what? 
There are other advantages to the idea, 
but I would weary myself explaining 
them... I can’t think of a single disadv 
vantage. So, Atari, are you going to 
continue following everyone else, or are 
you going to beat your own path? Nothi 
ing personal, you understand. 

Sincerely, 

Peter K. Bellville 
Galt, CA 

Stay Cautiously Current 

Dear Mr. Waters, 

Enclosed is my check for another 
year of Current Notes . I do appreciate 
this rather unique contribution to Atari 
computermania. Your emphasis on cand 
did and thoughtful critiques has been of 
great help to me and surrounded, as I 
am, by IBM believers, Current Notes 
rescues me from isolation and the feeli 
ing that I am not part of the “real” 
world of computers. 

Please don’t lose the straightfoiw 
ward, yet intellectually sophisticated, 
tone of your production. Too many 
computer mags are either all “glitz” 
and promotion, with little of substance, 
or so highly technical that one has to 
wonder about the extent of their readers 
ship. 
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Speaking demographically, a sub’ 
ject of urgent importance to publishers, 
I guess, I am not representative of a 
very significant group. Past seventy, 
semi-retired and a bit of a curmud¬ 
geon, I could easily fade away if not for 
my Atari (a MEGA2 expanded to 4 
megs, Spectre GCR, and pc ditto suc¬ 
cessfully installed by Soft Ware 
Etcetera of Norristown, PA., one of two 
Atari dealers that I know of in the en¬ 
tire Greater Philadelphia area.) 

Fortunately, I enjoy learning and 
the frequent problems that are part of 
the baggage of the computer enthusiast 
are a source of considerable satisfaction 
to me. When I recapture seemingly lost 
hard disk data, 1 feel like running into 
the street yelling “Eureka” and when, 
after much exasperation, I determine 
the most efficient way of rearranging 
my partitions, or how to avoid crashes 
by optimizing the contents and file se¬ 
quence of the programs in my Auto 
folder, etc., etc., I feel fulfilled. True, 
these are no great feats but when you 
are my age and many of your friends 
are either dead, dying, or in various 
states of decay and almost all live in 
dread fear of “computers,” my Atari, 
together with Current Notes and ST In¬ 
former, ; keep me actively involved and 
“Current.” 

But, don’t change more than you 
have to in order to stay “Current.” For 
example, your recent switch to Cala¬ 
mus from Desk Top Publisher, ; keeps 
you “Current” but fortunately the 
changes have been negligible. This 
reader is much more interested in what 
your contributors have to say. 

For me your style and format says, 

I am a serious yet highly readable 
journal that teaches, critiques, 
and doesn’t suck up to advertis¬ 
ers. I will capture your interest by 
what I have to say and not try to 
divert or massage you with a lot of 
“cutesy-pie” gloss. I am easy to 
read. My print is large and clear 
on a non-glare semi-matte pa¬ 
per. Oh! don’t think I am not an 
admirer of things beautiful and 
the technology that creates these 
wonders. It’s just that my mission 
is different and I suspect that my 
readers are too. 

A number of contributors have re¬ 
ferred to Atari’s failure to stay at the 
cutting edge of the technology while 


others seem quite content with a com¬ 
puter that is so beautifully “human en¬ 
gineered” and that fully meets their 
needs. For myself, I have mixed feel¬ 
ings about the burgeoning technology. 
As one application after another seeks 
to replace a very competent predeces¬ 
sor, that most users have only partially 
explored, you wonder how you can 
keep up or if you even want to. 

The drive to always be at the “cut¬ 
ting edge” of the technology deserves 
examination. Because a technological 
improvement is possible doesn’t auto¬ 
matically assure that it is a much need¬ 
ed capability. An improvement that 
serves, primarily, to rescue or adjust to 
a highly inarticulate method may well 
be a step backward. Having spent the 
last ten years of my “working” days de¬ 
veloping a computerized patient data 
system for a large mental institution, I 
can’t help being somewhat amused by 
the obsession with the development of 
programs designed to understand hand 
written words and human speech. They 
should test these programs on doctors’ 
written prescriptions. I would feel a lot 
more comfortable if my doctor was re¬ 
quired to enter my prescription on a 
word processor or perhaps, better still, 
a palm size device like Atari’s Portfolio 
that could check the prescription 
against my medical history, current 
other medications, checking for possi¬ 
ble adverse drug interactions and, yes, 
inappropriate dosages etc. etc. We 
should pay more attention to the dan¬ 
gers inherent in the inevitable transcrip¬ 
tion errors that are the products of 
casual speech and sloppy writing. The 
technology is exhausting itself going 
backwards and adjusting to ineffective 
and error loaded modes of communica¬ 
tion. This may very well be just an¬ 
other “Edsel” phenomena. 

Better, we should develop improved 
ways of recording data and communi¬ 
cating with one another rather than to 
adapt to inarticulate modes of commu¬ 
nication. As for speaking to your com¬ 
puter, can’t you just see how that would 
work in a crowded office with every¬ 
body talking to his computer Instead of 
seeking to accommodate those who are 
resistent to the new technology, we 
should identify needs and then seek to 
develop the technology that will best 
meet those needs. Written and vocal 
communications have served us well 
for thousands of years and are not 
likely to become much improved by 


simulations. Data input methods that 
minimize redundancy and transcrip¬ 
tion errors are already here and doubt¬ 
less can be much improved. The real 
problem is the lag between discovery 
and utilization. 

Back in my college days, during 
the years of the great depression, there 
was a Mom & Pop store, run by an eld¬ 
erly German couple, that made great 
cornbeef and potato salad sandwiches 
on thick slabs of Jewish rye. The corn- 
beef was razor thin, but it was tasty, 
cheap and very filling, a meal for a pit¬ 
tance when most of us had little more 
in our pockets than carfare to and from 
school. Well, Mom & Pop were so suc¬ 
cessful with their sandwiches that they 
were soon able to abandon their hole in 
the wall store and open a “modern,” 
cafeteria. You know the end of the 
story. The cafeteria at the “cutting 
edge” proved to be an “Edsel” and 
Mom and Pop, probably, never did un¬ 
derstand what had happened. Do stay 
plain, stay tasty, but cautiously “Cur¬ 
rent.” 

Currently yours, 

Mort Lipton 

Southampton, PA 

Thank you, Mort. Your comments are 
well-taken and appreciated. However, 
don’t assume you are in such a 
minority position. Quite a few CN 
readers will easily relate to your 
experiences. - JW 

Questions and Comments on the 
April Issue 

Dear CN, 

It’s always a pleasure getting a new 
issue of Current Notes . I thought this 
issue [April] was late, undoubtedly a 
complication of your trying to master 
Calamus on the fly. 

I was skimming through Ben 
Poehland’s article, “Print Shop Printer 
Driver;” when I noticed his comment 
that his new 24-pin printer took a lot 
longer to print out a page than his 9-pin 
printer had. I’ve noticed the same prob¬ 
lem. When I installed Word*Up with a 
24-pin Panasonic KP-1124 (360x360 
resolution) printer, it would take as long 
as 20 minutes to produce a page in “fi¬ 
nal” mode. (That’s using a plain vanilla 
1040ST with the program on floppies.) 
The output looks really sharp, but I’m 
not keen on leaving the computer run 
overnight just to get a 20-page docu- 
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ment printed. I installed the printer on 
another set of floppies in 180x180 mode 
for when I want fast printing. 

I have been told that there’s noth¬ 
ing much that can be done to improve 
performance short of accelerator 
boards. But I wonder ... I notice that in 
360 mode the computer makes frequent 
accesses to the disk drive which it 
rarely does in 180 dpi mode. Is this be¬ 
cause the RAM is insufficient, would 
an upgrade to 2 meg speed up printing? 

The other thing I’ve noticed is that 
in 360 dpi mode the printer prints 
across about seven and a half inches, 
stops, and, after about five seconds, fin¬ 
ishes printing the line. Is this two step 
operation because the 8K factory in¬ 
stalled printer buffer is too small? 
Would die 32K buffer upgrade men¬ 
tioned in the manual speed up print¬ 
ing? Or is it just something about 
Word*Up that makes it take forever to 
print out pages? 

I notice that David Troy also men¬ 
tions significant printing time differ 
ences between Calamus and 
Pagestream otherwise using the same 
computer and laser printer. How does 
Calamus plot 8 million dots in one 
minute or so when it takes Pagestream 
15 minutes? What’s their secret? 

Fred Schumacher wrote an inter 
esting, inspirational letter this time 
around. He’s right that the ST’s relative 
small size and few components make it 
an ideal student and home computer. 
Atari’s decision to try to get into chains 
like Circuit City and Sears is a definite 
attempt to break into this market and 
should be applauded. 

Which brings up an interesting ap¬ 
proach to promoting one’s line of com¬ 
puters. Earlier this year a local science 
fiction convention included as part of 
their programming a day-long series of 
seminars on using the computer~for 
desktop publishing, graphics and ani¬ 
mation, video, and MIDI. The promo¬ 
tion was virtually cost free to both 
sides, an extra small meeting room for 
the convention, carting out and setting 
up a few demo models for the dealers. 
While the rewards are potentially quite 
good. Science fiction fans have excel¬ 
lent demographics for the computer 
dealer. Many of them are young mid¬ 
dle-class kids with a big future ahead of 
them. They are within a few years of 
buying their first computer so a good 
impression will reap dividends later. 
And because it will be their first com¬ 


puter, “Power without the price” will be 
a big selling item. Later; as they ad¬ 
vance in the world, they will take their 
awareness of the Atari line with them, 
opening a door for Atari business ma¬ 
chines. The only sad note in this story 
is that it was an Amiga dealer; not Atari 
who put on that day long seminar. 

I keep hoping for more coverage 
of Atari’s Portfolio computer (upon 
which this is being typed), at least 
something a little more concrete than 
the hype in Atari Explorer, : Reports 
that a 20-meg hard drive is being devel¬ 
oped for the Portfolio impresses me for 
the technical accomplishment; but, I 
confess, I’d be much happier with a 
floppy drive. I use the Portfolio for ini¬ 
tial data entry during the day then 
transfer files to my ST at home each 
night. Swapping disks would be a lot 
easier than firing up the modem all the 
time. If anyone has heard anything 
about hooking a floppy drive to the 
Portfolio, I would sure love to hear 
about it. 

Mike Heininger’s article about 
software copyright reminds me of the 
dilemma of 8-bit owners looking for 
the appropriate software as well as my 
own efforts to find a decent stand-alone 
spelling checker to use with STWriter ; 
What do you do when the software 
you’re looking for was abandoned years 
before and its manufacturer has gone 
out of business? Is it still software theft 
to distribute copies? Technically, yes, 
but who’s being derived of their right¬ 
ful income when the product has al¬ 
ready been abandoned?? Passing on the 
ethical and legal considerations for now, 
I can’t help thinking it would be nice if 
there were some central Library of 
Dead Software where one could buy— 
strictly at cost—abandoned programs 
that might best fit one’s needs. I 
wanted a better spelling checker for ST¬ 
Writer than Speller and eventually 
found a copy of Thunder from E. 
Arthur Brown, who looks to be selling 
it from out the last of his inventory. 
What happens when he’s out and some¬ 
one else wants a copy? It would be a 
shame to say they can’t have it when all 
it takes is a disk and a few xeroxes to 
send them program and manual. Sure, 
it’s wrong, but as the ST increasingly 
becomes an orphaned platform, is it 
that wrong? 

David Small’s look at his SST up¬ 
grade was fascinating reading, as al¬ 
ways. He covers so much ground one’s 


left to wonder: what’s left to talk about? 
He has talked about the different ways a 
computer can drive a monitor, perhaps 
he can come back and talk about which 
way is best? Or SCSI vs ASCII?? Or, 
whether Localtalk is the best way to 
network computers or just a standard 
we’ll have to live with? 

For all I enjoy David Small’s writ¬ 
ing, there is one habit of his I wish 
you’d change while editing his columns 
for publication. That’s his habit of 
bracketing words with asterisks for em¬ 
phasis. I suppose it’s a habit he’s 
learned from chatting on BBSs where 
you can’t underline or set in italics 
words you want to emphasize, but in a 
magazine that’s trying very hard (and 
succeeding very well) to look profes¬ 
sional, his *—* sticks out looking very 
♦childish* 

Perhaps the Junkyard Pussycat 
could answer a question about Atari’s 
new FMS GDOS replacement system. 
Discussions of it that I’ve seen in other 
magazines leave me with the impres¬ 
sion that these new FMS fonts could be 
used right now in place of GDOS fonts 
used in, say, Word*Up. But somehow 
this doesn’t seem right? Do GDOS-us- 
ing programs have to be rewritten to 
use these fonts or do we simply need a 
patch that would call these fonts when a 
program calls for a GDOS font? 

Great article from David Troy on 
the SLM804 and 605 printers. I’m im¬ 
pressed, too, to see Atari making a di¬ 
rect response to David’s article compar¬ 
ing the Atari and Magnavox monitors. 
It’s like they’re getting serious or some¬ 
thing. 

I shuddered at the thought of 
putting an ST and monitor on a pair of 
folding TV trays, not to my mind the 
sturdiest or most stable of platforms, 
but Vernon Smith’s suggestion did chal¬ 
lenge me to consider different ways to 
set up my computer. His do-it-your¬ 
self 3x4 box table sounds very tempt¬ 
ing. It has a lot of elbow room which I 
like and need. I hope you can get more 
articles from people on how they’ve ar¬ 
ranged their computers. 

The Boston Computer Museum 
looks like a really neat place to visit. It’s 
good to see some place actually build¬ 
ing a new museum since here in De¬ 
troit the talk has been whether the Art 
Museum or the Main Library or both 
will have to close because of budget 
deficits. It is a bit astonishing to think 
that we got a man to the Moon and 
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back using a 36K computer. On the 
other hand, from what I hear, the com¬ 
puter on board the space shuttles aren’t 
that much bigger or more sophisticated. 

I mean-they’re still using iron core 
memories and tape drive storage! 

Brian Miller mentions a pro 
gram, 1st Convert, that changes certain 
documents into 1st Word documents. 
I’d like to know more about the pro¬ 
gram because I like STWriter’s ability 
to search and replace control charac¬ 
ters, which Word*Up can’t do. (It can 
search, but won’t replace.) Since I spend 
a lot of time converting ASCII files 
from the Portfolio into Word*Up files, 
it would be nice to be able to use the 
faster STWriter to do the reformatting 
before going into the more powerful 
Word*Up to finish layout. 

Brian also mentions something 
called Sift from Bruce Noonan. Is this a 
real reformatting program or just a pro¬ 
posal for something that ought to be 
written? 

I think I’ve asked enough ques¬ 
tions this time. Maybe I’d better wait 
for a few answers before carrying on. 

Brian Earl Brown 
Detroit, Michigan 

Thanks for Switcher 

Dear Ben, 

I really want to thank you for the 
April article on the XEP80 “Switcher.” 
As soon as I got my XEP80 up and 
running I was disappointed to think 
that I’d have to put another monitor in 
my already crowded workspace. I had 
already relegated the XEP80 to another 
system in a separate room dedicated to 
word processing when what I really 
wanted was 80 columns online. The 
unit was easy to assemble and works 
like a charm. 

Again, thanks. The 8-bitters out 
here really appreciate your efforts. 

Alan J. Frazer 
GEnie: A.FRAZER1 

The Alchemist Responds: 

I received a couple requests from 
readers who were not as technically 
adept as Mr. Frazer and wanted to know 
where they could buy a Switcher or if I 
could build one for them. I have turned 
down all requests for custom assembly 
of Switchers for people; I just don’t 
have the time. 


I regard the Switcher as my contri¬ 
bution to the Public Domain and have 
no interest in profiting from it. So, if 
you guys at CSS or IC or Toad or Best 
or anyone else would like to make and 
sell these things to their customers who 
don’t want to build them, please do so! 

My 80-Column Switcher is such a 
simple, common sense device. I think 
it’s a scandal that Atari didn’t include 
such a switch as part of the XEP-80’s 
hardware. 

Ben Poehland 
Frazer, PA 

A Minor Correction 

Dear Mr. Poggiali and Mr. Poehland, 

Thank you both for your kind 
mention and reviews of Bnesnik Soft¬ 
ware. Your diligence in ensuring the 
completeness and accuracy of the re¬ 
views is exemplary! 

I do have one minor correction to 
the review of “Word-Search Maker”: 
the wording “files may be loaded from 
wordprocessors” might lead someone to 
think that Word-Search Maker could 
load foreign text files. The converse is 
true: the .PUZ files created by the pro¬ 
gram may be loaded into a woidproces- 
sor, such as AtariWriter Plus or Speed- 
Script, where the puzzle may be modi¬ 
fied. You can, for example, use global 
search-and-replace to eliminate spaces 
between letters and use w-i-d-e print to 
make the puzzle more legible or jumble 
the letters of the words or make a “fill- 
in -the-blank ^ puzzle to accompany the 
word-search. 

The software was developed for 
use in my own classroom. The 8-bit 
Atari is still a viable choice, especially 
for individualized instruction and en¬ 
richment. I would like to know of oth¬ 
ers using the Ataris in education. If 
there is interest, new programs in this 
series might be created. 

Again, thank you for continuing to 
support the Atari 8-bit computers by 
writing interesting, informative, and ac¬ 
curate articles! 

Sincerely, 

Barton M. Bresnik 

The Human Element 

Hello Joe Waters, 

Well, you really did it this time! 
YOU and DAVE SMALL. 

Between the two of you, I really 
don’t know who has the most courage, 


the most heart; he who wrote I 
Remember or he who published it. 
Maybe it’s equal. Anyway, once more 
someone has demonstrated that 
the Atari community is about more 
than bits and bytes, it is about people 
first and their choice of toasters, 
second. 

When a day passes without me 
being at the keyboard of my 1040ST, 
even briefly, it’s unusual; my kids are 
no longer at home but when they left, I 
feel they took something with them 
that is worth remembering in this fast 
moving world: People are important, 
things are secondary. That story only 
barely begins to emphasize the point, 
my Atari computer (or any other, for 
that matter) would be absolutely 
worthless without the prime forces 
behind it, the HUMAN element. If it 
existed at all. 

Thanks Dave Small and Joe 
Waters, for what it is worth, you have 
both earned a very warm spot in my 
heart and mind. 

Gary C. Matteson 

Norfolk, Nebraska 
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Several months ago they vowed 
never to call Atari again. Now 
they’re wreathed in smiles. 


And the Money “Rolled” In 

They came from near and far, or at least a handful 
from far, the rest of the people attending the 14 May 
stockholders meeting at Atari were employees or near¬ 
by denizens. Sam Tramiel stood in front and Jack sat 
near the back. It was a forty-minute presentation with 
about three questions. Rehbock was seen running Re¬ 
touche Professional on a TT. The STNotebook (out in 
the 3rd or 4th quarter) and the STStylist, as the STPad is 
now named (out sometime “early” next year), were the 
premier pieces of new computer equipment that were 
scheduled to carry Atari into the future. Themes? Atari 
seemed to be betting its ability to compete with grown¬ 
ups on its new, “Direct to Printer,” high-end publishing 
operation that was disclosed last month at CEPS in Chi¬ 
cago. There were words about going up against Sun, 
IBM, Macintosh and the rest, and besting them with 
Atari’s TT and the powerful software from Europe that 
accompanied it. That was the message. 

The balance sheet had more disconcerting news. 
Sales in Germany were down. The Portfolio had 
stopped selling in the US. The Lynx was leader of the 
class with all its new programs. Atari computer sales in 
the U.S. were under 10,000 (not put out for the public). 
The bottom line? Atari had made a world-wide profit of 
$14 million. Initially they had lost about $33 million in 
the U.S., but a debenture buy-back, read debt, had saved 
the day. It seems that stock specialists had decided that 
Atari was no longer a viable/serious U.S. economic entry 
and the price of their debentures had fallen to about 
20% of initial value. So how do you make money, when 
every one else is losing theirs? You buy $28.6 million of 
your company’s debt back for the sum of $6 million. 
That gives you a financial-statement credit of $22 plus 
million which you can apply against your U.S. loss. How 
much, then, did Atari have to make net in the rest of the 
world to show a total $14 million profit? The first cor¬ 
rect answer to be received will get a complete Atari an¬ 
nual statement. 

Breath of Fresh Air 

Wouldn’t it be nice to be a dealer of a computer 
company where you could explain your needs to the 
dealers’ rep at the home office and he would try to 
work out a way for you to get more product, e.g. Mega 
STe l’s, the model without a hard drive which ST users, 
who already have hard drives but wish to trade up, are 
now clamoring for. Wouldn’t it be nice to call your com¬ 
puter company’s headquarters and not only get a live 
voice, but also someone who would immediately try to 
rectify a shipment of laser printers that was shipped 
without cables? And not only find the missing parts in 
your shipment but get them there to you asap. Then, 
above all, to be convinced that the guy talking to you 
was telling you the truth—that means telling you things 
as a dealer you could count on being true. A guy who 
would tell it like it is, even when is ain’t all that good. 
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When was the last time Atari had someone like that 
working with its dealers? On the surface it would seem 
like years and years ago that a dealer would have been 
able to get that kind of response. One dealer in Florida 
told us several months ago that he had stopped calling 
Atari, because each telephonic encounter produced 
nothing but more frustration with Atari. 

Now that same dealer is wreathed in smiles. “He’s a 
great guy! You can actually get him on the phone. When 
you ask him what the chances of getting TT’s with RAM 
boards are, he’ll tell you and then try and work out a so¬ 
lution with you. No, this guy is a giant step up.” Are they 
talking about Atari? 

Yes! Mike Groh, the same Mike Groh fired, along 
with all the other sales personnel, in January and, by 
popular demand, rehired in February. It is he who appar¬ 
ently is the new human “interface” between dealers and 
Atari. Mike Groh is the object of all of the above acco¬ 
lades for the help he has been rendering dealers. A tor¬ 
rent of praise. Just to hear it is to cause a surge of hope 
that maybe there’s still a chance for Atari U.S.. Dealers 
are quick to add, however, that if Groh had “the power 
of the purse,” Atari might be selling thousands and 
thousands of the $399 1040STe’s right now; but to do 
that, people have to know it’s there, and why it’s a great 
machine at a rock bottom price. Keep it up, Mike! 

Hats Off Atari 

Is the Groh approach just a momentary “make-you- 
feel-good” grease job? It would seem not. In July, Atari 
U.S. is going to emulate Atari Canada in what can only 
be viewed as a genuinely positive step forward in creat¬ 
ing some kind of a responsive dealer network. They 
will be holding a dealers’ conference at Atari headquar¬ 
ters. Can the jaded, increasingly low-profit Atari dealers 
be expected to attend? One would expect so. Atari is 
flying in one individual from each of its “approved” 
dealers at Atari’s cost! 

Hats of£ Atari, and hats off to whomever pushed the 
proposal through. 

Kieretsu, Kieretsu, We Need You Now 

The Japanese have developed a harmonious way of 
working with each other, with manufacturers, parts 
supplier, etc.; it’s called “kieretsu,” and in addition to 
the meaning we attach to it, of “one hand washing the 
other,” e.g., a giant car manufacturer uses your comput¬ 
ers and you use only his cars; it also involves accommo¬ 
dations of chip manufacturers, and hard drive and cases 
and computer screen manufacturers, so that it all comes 
together at just the right moment and the finished prod¬ 
uct is there and plentiful. 

With that in mind it is a bit of a jolt to realize that 
not only does Atari not have this critical luxury, it 
doesn’t even have its own factory to manufacture its 
computers in. “What!” you roar, What in the high heav¬ 
en are you talking about? Not have a factory to make its 


computers in? Where are all those machines coming 
from? Even if we only get 10% of the output and Europe 
the rest, there are still a lot of machines being made in 
Taiwan, no?” 

The answer is yes, but Atari, to your possible aston¬ 
ishment, has to “rent” a factory when it wants a run of a 
particular computer to be made. When they hire a pro¬ 
duction run, they need to be sure that it is sellable, ei¬ 
ther here or there, or wherever. After all, the Tramiels 
were introduced to Atari when it was a company with 
bulging warehouses and no customers. But how do you 
know how many machines you can sell in the U.S. over 
a six month period of time, say? In the past we have ob¬ 
served that Atari has often mis-estimated its market. As a 
result, when it had a winner that people were clamoring 
to buy, it was often too little and too late. Appreciating 
the lead time required to sign up a factory for a run, 
some of us may become a bit more sympathetic. 

For now, the solution appears to be to canvas all the 
dealers and find out how many machines of this and 
that they want between now and the end of the year. If 
you’re a Macintosh dealer, that is difficult enough to 
know and commit cash to, i.e. place the order. But an 
Atari dealer who has been operating from hand-to- 
mouth and machine-to-machine, is hard pressed to or¬ 
der six months in advance. It means $$. It is one thing to 
order 20 1040STe’s. It means a $6000 outlay, but you can 
handle that. But the new TT’s? Will you sell two or so a 
month? That would be 10-15 from now thru Xmas. But 
how many Atari dealers can dredge up the more than 
$20,000 required for such an order. After all, that would 
represent only part of the inventory, and a part that no¬ 
body is quite sure will be a “seller.” Thus you begin to 
see, whether you’re on Atari’s end or the dealers’, you 
really do need some “kieretsu.” 

Circulation 40,000 

Newspapers and self-criticism don’t seem to go to 
gether. In fact, they don’t, unless you’re in East Germa 
ny, where in the “old days,” if you didn’t practice self- 
criticism you weren’t allowed to practice journalism. 
With the unification of East and West has come a new 
press, a “different” editorial openness, and a collapse of 
the news industry. The communist youth daily, Junge 
Welt, shrank from a million to 100,000 and folded. The 
introduction of computers to the newsroom, bylines for 
reporters and higher salaries (still half of those in West 
Berlin), have allowed some papers to survive, e.g. the 
Neue Zeit (The New Times), if with highly reduced cir 
culations. 

But Atari to the rescue. In a two-room apartment in 
Leipzig, in a space not much larger than that used to 
produce CN, a dozen or so newspersons, plus a few 
teenage volunteers, turn out DAZ, Die Andere Zcitung 
(The Other Newspaper). This is the “East’s” first inde 
pendent newspaper. And the “highly computerized” 
staf£ with their 21-year-old, anti-socialist editor, Jan Pe 
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tors, arc engaging in genuine investigative reporting 
with humor and entertainment To meet their deadlines, 
they also are currently using four Atari computers. 

Three New Ones For? 

PGA Ibur, a great golf simulation of the Big Tour, it¬ 
self. And full-tilt action pro football with John Madden 
Football , plus the NBA playoffs with Lakers vs. Celtics. 
Wow, you say, Electronic Arts is really doing it for the 
ST, once again. Wrong. They are all for the new Super 
Nintendo Entertainment System, where apparently EA 
anticipates a more sizeable market than the ST with its 
less than 200,000 U.S. computer base. 

Atari & The Notebooks 

STNotcbook, Atari latest addition to the burgeon¬ 
ing, smallcr-than-laptop computer market (estimated to 
be a billion $*s this year), isn’t here yet But HP’s small 
computer is. The 95LX is one of the hand-held comput¬ 
ers currently called “palmtops.” Part of its considerable 
appeal is the fact that it has Lotus 1-2-3 built in. And 
does it have cables to attach it to an HP laser printer or 
other peripherals? No. Rather, it uses an infrared beam 
that lets it talk directly to the printer as well as other HP 
devices. How about that! At the same time, with pound¬ 
ing hooves out of the north, came a veritable flood of 
notebook PC’s, AT&T’s Safari, IBM’s PC-L40, and 
Toshiba’s T2000SX with its new nickle-hydride, long 
life batteries, not to mention Digital Equipment Corp.’s 
model that instantly sold thousands of their new note¬ 
books, leaving them out of stock until July. (Atari is not 
the only one to mis-cstimate demand.) All powerhouses 
with 1 and 2 meg of RAM, expandable to 18 meg in the 
case of the IBM, they cost between $5000-$6000. But, if 
the STNotcbook lives up to its specs, there might still 
be a tiny slice of the pie available when it appears in the 
market place in the 3rd or 4th quarter. With the STacey 
purportedly discontinued, loyal users on the move may 
be quite interested in this one. 

Timing 

Finally, it’s coming. Yes, the CD ROM should be on 
dealers’ shelves as this issue is dropped in your mail 
box. There is still no word on how immediately we can 
expect a reasonable supply of product to use with it, 
but one of the reasons for its hold up has been the lack 
of same and, supposedly, this has now been corrected. 
On the heals of the CD will follow the TT in reasonable 
supply, i.e. some dealers already have a machine and 
others are told it will be a couple of months before they 
can expect theirs. This may not be all that pressing, be¬ 
cause the first machines to be made available run at ST 
ROM speed, lacking a RAM board, and there is no soft¬ 
ware unique to the TT as yet available. 

Atari has stopped manufacturing the Mega File hard 
drives and the line will be discontinued once the re¬ 
maining stock is sold off. 


Word Perfect 

We WordPerfect fans believe it is one of the best 
productivity programs available for the ST. For some 
time we have been living off the lure of European users 
of WordPerfect for the ST, as source of hope that Word 
Perfect Corp. would continue to upgrade, or even re¬ 
lease a new version of WP for the ST. Our most recent 
maintenance update at the end of last year nurtured that 
hope. There was also a report that Europe would order, 
collectively, about 10,000 copies of WP. Amidst rumors 
that WP Corp. had ceased ail support for the ST, and the 
10,000 European order had evaporated, we contacted 
WP Corp. We called James Marshburn, head of the ST 
development group. He said we would have to talk to 
“Corporate Communications,” headed by Jeff Ascerson, 
for any word “on that matter.” Finally David Pearson of 
the International Division set the record straight. First, 
there never was a 10,000 European order, but after con¬ 
sultation with their representative in Germany, they de¬ 
cided the ST market just wasn’t sufficient to permit in¬ 
vesting further sizeable sums in it. WP Corp. would 
continue to sell Word Perfect for the ST, and fix bugs in 
the current program as they might be reported. But alas, 
further development for the ST program would be dis¬ 
continued. Thus, the fall of another Titan in the world 
of Atari ST programs. 


Can educational software 
really teach your child to 

think? 



The day was hunld but windy and 
tha kids war* playing on the 
playground. Tha kids wara 
laughing happily as they played 
on tha swing and in tha sand. 

Suddenly, the wind blew a big 
cloud over tha playground. 
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*** Yes/ *** 

Kidpublisher Professional Super Kidgrid 

Kidpainter Telegram 

Atari ST/STe/Mega with color monitor required. 

Printer must accept an ST screen dump. 

kidprgsty D.A. iCUMLEVE 

217 337 1937 
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Mail, Ma.cDnk.et, and Othet (foodie* 

During the past month The Alchemist has made 
a mighty effort to catch up on all the mail generated 
by my March and April columns. If you wrote me in 
April or May and haven’t received a response, don’t 
despair. I’m currently running 4-5 weeks behind in 
answering inquiries. In the past five weeks I’ve sent 
out maybe 45 letters and E-mails; this is one tired Al¬ 
chemist who is definitely looking forward to a sum¬ 
mer break! And the good news is, I’m now answering 
the mail at a faster rate than it’s being received. 

Reviewers and Software 

I still have a couple letters to write to people who 
volunteered to review 8-bit software, late arrivals in 
April and May. I had intended to whittle down the 
number of reviewers to 10, but it looks like my offi¬ 
cial Reviewers File will end up containing about 16 
names. I turned down 4 or 5 people, and several more 
who had made noncommittal inquiries withdrew 
when I furnished more detailed information. For 
those of you still trying to make up your mind 
whether you should volunteer, I’ll give you the word. 
Please don’t! Really, I already have more reviewers 
than I need. 

I’m really impressed with the quantity and vari¬ 
ety of equipment 8-bit people are using. Nearly all the 
respondents had more than one machine, and perhaps 
a third also had an ST. As I mentioned last month, I 
gave priority to respondents whose interests were pri¬ 
marily 8-bit, so only two of the present reviewers are 
also ST people. Perhaps four or five reviewers are 
what I would call 8-bit “power” users, with fast (2400 
baud) modems, hard drives, modified floppies, and 
RAM upgrades. Two reviewers reported owning an 


XEGS as part of their hardware setup. Most of all, I 
was impressed with the enthusiasm expressed by all 
the respondents, which made it very difficult to turn 
people away. Suffice it to say, the 16 people in my file 
are all highly motivated individuals. They fairly repre¬ 
sent a slice of American society: male and female, 
young and old, white-collar and blue-collar, novices 
and veterans, country folk and city slickers, students, 
workers, and retirees. 

The sad part is, most of these fine people are 
idle. I sent review software to only three of them 
(stuff I received from Bresnik and Sagamore), which 
was all I had. A few more, not content to sit around 
waiting for software that might never come, have 
spontaneously submitted reviews. Still, I have 10 eager 
people who would like to get a program to review. 
About the only thing I can say is, if someone out there 
in the land of Atari 8-bit commercial/shareware/PD 
distribution (AKA Twilight Sources) sends me soft¬ 
ware samplers, I’ll do my best to see to it that the con¬ 
tributing source is acknowledged in the review. So, 
guys, I’ve done my part. I’ve assembled a small army 
of dedicated 8-bit users just itching to do reviews. 
Whether more new 8-bit programs will be exposed in 
the pages of Current Notes is now largely up to you 8- 
bit programmers and distributors. Please don’t let us 
down! 

So, if your name isn’t among the chosen 16, does 
it mean you can’t write a review of some software 
that’s near and dear? Not at all! I’ll be glad to read 
anything anyone cares to send, and I’ll send you a 
written response. Just be sure to review the annual 
indices of CN to make sure the program hasn’t been 
reviewed in these pages already. I live in dread fear of 
having to reject a beautifully written review prepared 
by some poor soul who didn’t do his homework. It 
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would be very poor editorial practice to print new re¬ 
views of previously reviewed software, as I’m sure the 
Boss (er, Joe Waters) would agree. With an expected 
increase in future 8-bit review activity, it is also possi¬ 
ble you might conflict with reviews already in prepara¬ 
tion. The best insurance against such unfortunate oc¬ 
currences would be to send me a postcard or E-mail; 
I’ll give top priority to all such inquiries. 

Newsbytes 

It looks like the 16-bit Atari mag ST Journal has 
gone belly-up and is being replaced by a new publica¬ 
tion called AtariUser. Although the premier issue of 
AtariUser(May 1991) was distributed free, a regular 
subscription will only set you back $15/year—a special 
introductory rate. The reason I mention this is be¬ 
cause the new magazine will have broader coverage 
than its progenitor: it will attempt to cover all Atari 
products past and present, not just the ST. Including 
the 8-bit machines. The 8-bit editor of AtariUser is 
none other than Chuck Steinman. (Yes, Steinman of 
GUMBY fame.) Should be interesting! The new pub¬ 
lication also contained a 3-page list of all the Atari 
user groups in the USA. For info, subscriptions, etc., 
write AtariUser, 13 W. College St, Covina CA 91723. 

Twilight Sources 

In my never-ending quest for new Sources, I send 
a lot of postcards. I sent out a mess of them in late 
January, and just last week one postcard was returned 
to me marked MOVED-NO FORWARDING AD¬ 
DRESS-RETURN TO SENDER. (Let’s see now, 
postage is 4 cents higher, and it took, ummm, four 
months for an undeliverable letter to be returned ... 
perhaps because the card only bore 15-cents postage?) 
The postcard was addressed to Dino’s RYO, 664 W. 
Arrow Hwy., Suite 197, Sam Dimas, CA 91773. So, 
unless someone can tell me what happened to Dino’s, 
it looks like The Alchemist will have to scratch one 
Twilight Source. 

All is not lost, however. The Edwards catalog 
(Jeff Edwards, 138 South Main Street, Traveler’s Rest, 
SC 29690), looks like a good source of 8-bit public 
domain, shareware, and specialty commercialware. 
Like Vulcan, the Edwards catalog is on disk. Item list¬ 
ings are not as detailed as Vulcan’s, nor is the listing as 
extensive. Edwards does offer some unique products 
that aren’t generally available elsewhere. Software cat¬ 
egories are applications, specialty/commercial (as per 
the announcement in CN March ’91), educational, 
games, graphics, telecom, utilities, and used commer¬ 
cial software. The used stuff is a category I haven’t 
seen before, described as consisting of original media 
plus docs. The used stuff has a special price category 
separate from the PD/shareware listings: $2.50-$9.00 
depending upon the program, plus a $3.00 shipping 
charge. PD software is offered on double-sided disks 


for $3.00/disk with free postage for orders of 3 or 
more and a fifth disk free for every four disks pur¬ 
chased. Send the man a buck. Tell him The Alchemist 
sent you! 

Inky Tales 

This month I want to address a topic that never 
fails to arouse curiosity and lively discussion: re-ink¬ 
ing dot-matrix printer ribbons. I’ve been re-inking 
ribbons and rollers for years as a matter of conven¬ 
ience, common sense, and environmental stewardship. 
I can’t figure why folks get so worked up over it. 

Anyway, before you can re-use those dry ribbon 
carts you have ta have some decent ink. Close to im¬ 
possible these days, since most stamp-pad inkmakers 
have converted their formulations to glycol- or water- 
based compositions. Those aren’t suitable for use in a 
typical DM printer. The reason is that most DM print¬ 
ers utilize the ink as a lubricant for the dot head. Oleic 
acid (a component of soap) or some other similar 
greasy hydrocarbon derivative is a major component 
of DM inks, typically 25-35% of the formulation. Us¬ 
ing the wrong kind of ink will cause the head to over¬ 
heat, warp, and do a hara-kiri routine while you’re in 
the middle of printing out some terribly important 
document. A replacement dot head from Epson will 
typically lighten your wallet by $60-$120 depending 
on the printer model. 

Oil-based inks from office supply stores are usu¬ 
ally sold as “numbering machine ink.” Time was, you 
could buy a little of that stuff for stamp pads. It was 
also great for re-inking printer ribbons. The liqiud 
form of numbering machine ink is now rather diffi¬ 
cult to find. Today’s formulations are likely to be too 
viscous for use as ribbon ink; the stuff is now typi¬ 
cally sold in tubes with the consistency of toothpaste. 

Hand Jobs 

I was very lucky. Sometime during my high 
school days (you know, back in the Mesozoic Era), a 
small bottle of black ink somehow migrated into my 
possession. The label reads United States Government 
Printing Office, Black Numbering Machine Ink, For¬ 
mula No. 240; it came complete with a little brush in 
the cap. The oil tends to separate from the pigment 
when it stands a long time, but it’s incredibly useful 
stuff. I started out using it on stamp pads, them type¬ 
writer ribbons, 1027 rollers, and finally Epson printer 
ribbons. 

My first DM printer was a 9-pin Epson LX-80, 
purchased in 1985. The LX-80 has a compact ribbon 
cart whose size and construction varies considerably 
compared to earlier and later models. The FX-, MX-, 
and RX- series Epsons used a long style cart, as do the 
more recent models such as the T-1000, LQ-500, and 
L-1000. I kept a few spare cartridges for the LX-80 
and re-inked them by hand when they ran dry. It was 
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an easy, albeit boring, task. I cranked the ribbon for¬ 
ward until the seam appeared. Using my little bottle 
of Guvermint ink, I would wind and brush, wind and 
brush, until I got to the seam again. After awhile I got 
to where I could do one in less than an hour; it pro¬ 
vided useful activity for my hands while vegetating in 
front of the Babble Machine. [NOTE: “Babble Ma¬ 
chine” is a term used by H. G Wells in an 1895 novel. 
When the Sleeper Wakes, to describe the invention 
we today call television.] 

In late 1989 I retired the LX-80 in favor of the 
24-pin L-1000 which uses the long style cartridge. 
Early in 1990 the ribbon cart on the new L-1000 ran 
dry. No problem, I settled into my usual re-inking 
routine in front of the Babble Machine. I soon learned 
the long style cartridge held several nasty surprises. 
First, it was more difficult to manually apply the ink 
due to the length of the exposed portion of the ribbon. 

It sagged in the middle; it’s really hard to paint some¬ 
thing that sags. The sagging and looseness of the rib¬ 
bon also made it more difficult to apply the ink 
evenly; the final result was blotchy and generally 
overinked. But worst of all was the time it took: about 
4 hours! Lawdy, I thought I’d never reach the end of 
that ribbon! 

What I didn’ know was that the compact LX-80 
cart only holds about 18 feet of ribbon, but the long 
style cart contains around 60 feet! More disappoint¬ 
ment was in store when I placed the ribbon in service: 
the first 20 pages or so were way too dark, with ink 
soaking into the paper and diffusing. Hand-inking 
these long style carts was a failure, not worth either 
the time or the effort I was paying about $6 apiece, 
plus tax, for new replacement cartridges. With three 
Epsons around that require them (two L-lOOO’s and a 
venerable MX-80), I typically use up a cart every six 
weeks or so. 

Wastemaker Syndrome 

So, $50 a year for ribbon carts, small potatoes- 
right? Maybe so, but it rankles me to discard some¬ 
thing when I feel the item has been deliberately de¬ 
signed to force me into the mold of a Vance Packard- 
style WasteMaker. I’m paying $300 a year in cold 
cash to my waste disposal company so they can per¬ 
manently ruin good land by filling it up with all the 
junk people throw away. A good portion of the stuff 
in landfills consists of appliances, plastics, things that 
could have been fixed and used again—and that junk 
will remain there long after you and I have passed 
from this realm: some legacy for our children! Our 
“civilized” culture (lifestyle) encourages us to profli¬ 
gate waste in a million subtle ways, and trashing rib¬ 
bon carts is just one of them. 

We Alchemists, modern-day descendants of 
shamans, medicine men and witch doctors, respond 
rather poorly to the demands of modern civilization. 


We still bear the rough imprints of earlier times (Me¬ 
sozoic), when Man had to make the most of meager 
resources and lived in dread fear of Nature’s wrath 
upon foolish mortals who wasted Mother Earth’s pre¬ 
cious gifts (shades of Bresnik’s Ecologiari ). Transla¬ 
tion: for almost a year I kept buying new ribbon carts 
to replace the ones that went faint on me, but I tossed 
all the used ones in a drawer. In the marrow of my 
Alchemist bones I felt there just had to be a way to 
prevent all that plastic from trashing good American 
land. After all, in five years of using my LX-80, 
printing thousands of pages, I only trashed two car¬ 
tridges. One was broken, the other genuinely worn 
out. 

Enter Macinker 

During last year’s Christmas season, things at 
work were kinda slow. In the lab I was doing some 
deadly dull purifications of an extract from jungle 
leaves. My high-tech liquid chromatograph did most 
of the work; I just showed up at an appropriate time to 
collect the chemically purified medicine in a flask. To 
relieve my boredom, I started leafing through the ads 
in Computer Shopper. For those of you who’ve never 
seen this publication, Computer Shopper is a super¬ 
market tabloid-sized monthly that weighs twelve 
pounds (I’m not kidding). The thing is packed with 
computer ads from front to back. Every so often, by 
mistake, an article on computers somehow slips in. 

Buried deep in the innards of this mammoth 
monthly was a small ad that instantly grabbed my at¬ 
tention. A company called Computer Friends adver¬ 
tised a machine, called the Macinker, that purported 
to automatically re-ink any ribbon cartridge from any 
brand of printer! There were several different models 
of the Macinker available, including a less expensive 
model specifically designed for the long-style Epson 
carts. The thing cost $45, about what I was paying for 
a year’s supply of ribbons. It might have taken a 
whole millisecond for my curiosity to build to genuine 
excitement; in a flash I was on the phone to the 
Friends to place my order for a 0271-EP Macinker, 
plus an extra bottle of black ink. 

A few weeks later the package arrived. Bewilder¬ 
ment set in as I unwrapped the infernal contraption. 
This is the ugliest gadget I ever saw. The Epson 
Macinker is a little 6”x9” platform supported on three 
legs to a height of 1-1/2”, made of thick black plastic. 
The surface of the platform is pocked with circular de¬ 
pressions, holes and cutouts. Here and there are fas¬ 
tened various screws, nuts and washers you can find in 
any tank-town hardware store. There is also a small 
inkwell mounted on top of the platform, and under¬ 
neath is mounted a small motor with its shaft sticking 
up through the platform and a wire running out the 
bottom bearing an inline power switch. The illustra¬ 
tion gives you some rough impressions of the Maclnk- 
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er. Guaranteed, you are not going to decorate your liv¬ 
ing room with this thing! 

Macinker in Action 

The instructions furnished with the homely con¬ 
traption are brief but adequate. You start by calibrat¬ 
ing your ribbon cart Mark a little white spot (with 
white-out or some such) on the ribbon, mount the car¬ 
tridge on the platform, start a clock, turn on the ma¬ 
chine, and time how long it takes for your spot to reap¬ 
pear. My Epson cart took 20 minutes (the little motor 
runs at one yard/minute). During the calibration run, 
it’s a good idea to adjust the ribbon so the little hole on 
the side of the inkwell is positioned approximately in 
the center of the ribbon. You do this by adjusting the 
O-rings on the outside of the well and the thumb¬ 
screw/nut on the ribbon guide. You only have to make 
these adjustments once. 

Then you pour some ink into the well, fire up the 
contraption again, and start your clock. A thin, very 
uniform bead of ink is applied to the ribbon as it slides 
past the hole in the side of the well. In 20 minutes my 
first Epson cart was done. I was a little concerned: the 
ink bead seemed so narrow, I was tempted to run it 
through again. The instructions specifically caution 
you against doing this and urge you to allow the cart 
to stand overnight so the applied ink can diffuse into 
the ribbon. I held my impatience in check and 
mounted the re-inked cart in my Epson L-1000 the 
next day. 



The appearance of a test printout elicited a spon¬ 
taneous chorus of war whoops and wolf howls from 
the throat of the Alchemist, to the accompaniment of 
primitive gestures signifying immense satisfaction. 
The Maclnked ribbon performed at least as well as a 
new cartridge, maybe a smidge better. The ink sup¬ 
plied by Computer Friends is more intensely black 
than either the original cart or my Guvermint ink. 
Macinker may be ugly, but it works like a charm. 

I’ve been happily re-inking cartridges now for 
five months, no sweat If this sounds like something 
you’d like to do, too, call Jimmie Moglia at the Com¬ 
puter Friends, Inc. 14250 N.W. Science Park Drive, 
Portland OR 97229 503-626-2291 for info or toll-free 
800-547-3303 to place an order. I still can’t figure why 
they call their machine the Macinker; maybe they just 
chose a dumb name <heh> to accompany an ugly prod¬ 
uct. This company bills itself as Friends of your 
Computer, but in my book they are Friends of another 
kind as well: Friends of the Earth. 


Revisited 

Since I have ink on the brain this month, I want 
to mention a few tidbits folks brought to my attention, 
or that I otherwise overlooked, about the old Atari 
1027 printer I railed about in my February column. 
By the way, I haven’t tried this yet, but the ink sold by 
Computer friends is inexpensive and should work 
nicely for re-inking 1027 rollers. A discarded nail 
polish brush (suitably cleansed with acetone or nail 
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Components of the #271-EP Epson long-cartridge style Macinker 
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polish remover) works splendidly for applying ink to 
the little wheel. 

Dave Smith of Williamsport, PA wrote in to say 
that “The ink roller used in the Atari 1027 printer ap¬ 
peared to be identical to the roller in some Dennison 
pricing guns, as used by retailers to mark price labels. 
1 can no longer remember which model gun but if you 
can find an office supply store who stocks these, a 
comparison should be easy.” The Alchemist hasn’t 
had time to follow up on that but would be glad to 
hear from anyone who wants to do a little more dig¬ 
ging. 

Bob Brodie mentioned the 1027 was a pretty 
noisy printer. Yup, I quite agree. In fact, I feel that 
way about all impact printers. I failed to mention the 
standard two-tiered noise abatement treatment I gave 
to my 1027 and to all my other printers as well. First, 
I always place printers on a printer cushion. The Rub¬ 
bermaid DP/WP machine pads, series 1800 ... 1804, 
work best for acoustic decoupling of any printer (or 
typewriter) from its supporting surface. I got my pads 
from MISCO, which has since discontinued them. If 
anyone knows a current source for these, write! 
(These pads are also unbeatable for preventing acoustic 
feedback to turntables in audio systems.) The other 
thing I do is line the interior of noisy printers with 
black foam rubber insulation strips, being careful to 
avoid moving parts, oily areas, and air vents. True, 
this is a lot of work, and opening the printer case prob¬ 


ably voids your warranty, but it helps. Doing those 
two things will probably gain you a 3-6dB reduction in 
noise depending upon printer model and how diligent 
you are. 

A final quirk of the 1027 has to do with the so- 
called “slip factor” when the 1027 is used with con¬ 
tinuous-feed paper. The 1027 has an imprecise fric¬ 
tion-feed mechanism designed for a hand-fed single¬ 
sheet printer. Power users soon found you could strip 
the perf from good-quality (200) laser-cut fanfold pa¬ 
per, attach a small clip or weight to the top of the first 
printed page to emerge, and convert the 1027 to a con- 
tinous-feed printer. Yeah, except that after 2 or 3 
pages the bottom of the last page gets printed across 
the top of the next page, a situation that worsens with 
each additional page. There’s no cure for this prob¬ 
lem, but you can reduce it substantially. The fix is to 
set the PAGE LENGTH parameter in your wordproces- 
sor to a slightly higher number than usual; the exact 
setting has to determined experimentally. For exam¬ 
ple, in AtariWriter a setting of page length Y=135 or 
136 instead of the usual 132 would typically permit 
printouts of 6-8 pages in length before the slip factor 
reared its obnoxious head. 

MAIL: Ben Poehland, CN 8-Bit Editor, 179 Sproul 
Road/Rt. 352, Frazer PA 19355 
GEnie: B.POEHLAND, INTERNET 
POEHLAND%PHVAX.DN ET-SMITHKLINE.COM 


Templicity 



Home And Small Business Templates 

If you hate setting up spreadsheets and making up formulas, 
Templicity™ will save you time. Instantly calculate and analyze 
mortgage rates, evaluate a car loan, estimate the maximum 
affordable price for property, design a savings program for a 
child’s education, etc. This package of 104 prefabricated 
spreadsheet templates covers everything from bookkeeping and 
budgets to inventory and real estate. Interactive tax templates 
aare upgraded each year for $5.00. Available in separate 
versions for LDW Power and VIP Professional. $39.95 



1 "Templicity is an excellent value and I highly recommend 

■ it.” Amiga World, October 1990 

■ "...a wealth of tutorial material..." ST Informer, Sept. 1988 

1 "Templicity gives you ... a lot for your money." 
• MACWORLD, August 1990 


Blank Disks 



These are the same double-sided double-density Sony 
high quality disks that we use for our products. We buy 
disks in large quantities and pass the savings on to you. 
50 3 1/2" disks~$39.95 


New for PaeeStream Users 




for PageStreanrf 


The key to quick and easy, professional-looking forms and documents is Qwikforms™ 
It’s the only package of forms with over 100 different, adjustable layouts. Just choose 
the one you want, insert your name, logo, or text, and print. Business forms include 
invoices, inventory control, real estate forms, job estimates, applications, organizers, 
ledgers, charts, etc. Page layouts include newsletters, letterheads, business cards, 
brochures, booklets, envelopes, press release, resumes, etc. 

Legal forms include wills, deeds, claims, bill of sale, power of 
attorney, etc. Personal forms include announcements, cards, 
architectural symbols for home planning, mail lists, invitations, etc. 

There are also guides and many other unique and unusual uses of 
PageStream. Includes 2 free disks of Pu clip art, symbols and 
logos, calculator accessory, and other useful desktop publishing 
accessories. State which computer you have. $39.95_ 



Cliptomania 10 full d/s disks of high-res PD clip art in IMG format for use with 
PageStream, Easy Draw, Touch-Up, and Calamus. Categories include Advertising, Animals, 
Cartoons, Fantasy, Holidays. Letters, People, Restaurant, etc. Over 360 images! $39.95 




A complete package of the 100 best shareware programs for word 
processing, database, graphics, games, education, utilities, music, 
telecommunications, desk accessories, etc. 10 double-sided disks! 
Save dozens of hours downloading. Includes STWriter, STSheet, 
VanTerm, DevPacSt, Anist, MasterPaint, MidiSeq, KidsABC, PicSW7, 
Pinhedl .3, DCFormat, etc. These programs are shareware or public 
domain and a contribution to the individual author is often requested 
and rewarded with additional support and upgrades. $39.95 




To order by mail, send The STerling Connection 

check or money order to: BOX 4850 

(CA res. add 6 %> Berkeley, CA 94704 


To order by phone, call 

415 - 655-2355 

(8 am to 5 pm PST) 


Any 2 of above-$69.95 
Any 3 of above-$99.95 
Any 4 of above-$119.95 
Shipping-$3.00 (Continental 
USA) All other-$5.00. 
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Art for Non-Artists 

A little while back, in the Atari ST Forum on Del¬ 
phi, Dana Jacobson, a Boston area enthusiast, called 
everyone’s attention to the collections of clip art pub¬ 
lished by Dover Books. As readers of this column 
know full well, the Pussycat is no craftsman with pen 
and ink. The prospect of a new source of illustrations 
was enough to send our feline on the prowl to the local 
book store, a place called “Borders.” The friendly lady 
at the customer service counter (a real plus for this 
genuine book store) knew exactly what the Pussycat 
was looking for and pointed him toward several 
shelves filled with the desired material. 

The Pussycat purchased copies of Old Fashioned 
Animal Cuts and Decorative Frames and Borders. A 
subsequent call to Dover Publications in Mineola NY 
brought a free copy of the Complete Dover Pictorial 
Archive Catalog to the Pussycat’s mailbox within a few 
days. The catalog claims to describe “over 450 books 
of copyright-free illustrations and designs for artists 
and craftspeople.” Fifty-five new titles were added for 
the 1990 edition, so this must be a profitable line of 
business. 

Why bother, one might ask, when our public do¬ 
main libraries contain so many disks of clip art? The 
answer is quite simple; the material in book form is 
cheap and it is convenient. The animal cuts book con¬ 
tains 540 illustrations at a price of $4.50. Scanned onto 
disks this might occupy 10 megabytes or so (in .IMG 
format at 300 dpi). In this book the illustrations are 
printed on only one side of the page, to minimize 
bleed-through when the picture is scanned in. The dec¬ 
orative frames and borders book contains 396 designs 
at a price of $7.95. 

What’s the catch? The preface to the animal cuts 
book explains that the illustrations were gathered from 
19th century sources, so that much of it has a some¬ 
what archaic appearance, rather like antique woodcuts. 

Other books in the series have a 20’s or Art Deco 
look that might be somewhat limited in its appeal. 

There is, however, plenty to use for various little 
DTP projects, and these illustrations would certainly 
jazz up personal or office correspondence. While the 
preface states that the material is free of copyright, it 
appears that this freedom is somewhat limited. It is 
best to check before incorporating any of the illustra¬ 
tions in anything that is likely to see wide distribution. 

Actually using the stuff may present some prob¬ 
lems. Some designs (particularly borders) are too big 


for a hand scanner to cope with. Cutting and pasting 
scanned art with a tool like Touch-Up is always a te¬ 
dious proposition. Images scanned at full resolution 
tend to take up a lot of disk space. 

The best results may be obtained by scanning the 
illustration, clipping exit the desired piece using Touch- 
Up or MVG, saving the clip area, and importing it into 
Calamus, PageStream, or Publisher ST The clip can 
then be resized, printed out, and scanned in at the de¬ 
sired size. Any irregularities can then be touched up 
with any of the tools for manipulating .IMG files. It 
may be necessary to experiment with the contrast sett¬ 
ing on the scanner. In cases where other designs show 
through the paper, it might be smart to put some 
black construction paper behind the page when scan¬ 
ning. 

A little pen and ink work before rescanning might 
also improve the appearance of a figure. A sharp 
Xacto knife and some rubber cement might be useful 
in reworking or combining figures. 

New Face in the Junkyard 

This month’s Pussycat illustration got a minimal 
going over in Touch-Up to soften some of the dark 
areas and to accent a couple of the whiskers. More ex¬ 
tensive processing is possible for those who have the 
patience. 

All in all, the Dover pictorial archive looks like a 
nice, relatively cheap, source of illustrations. The 
range of material is so broad as to defy cataloguing. 
Unfortunately, Dover does not accept phone or credit 
card orders. Payment in U.S. funds must accompany 
an order. They will send catalogs following a telephone 
request. Their mail address is Dover Publications Inc, 
31 East 2nd St, Mineola, NY, 11501. 

An Atari in the Service Bay? 

The next time you take your automobile in for re¬ 
pairs, you might notice a familiar grey monochrome 
monitor parked near the service desk. Next to it you 
will find a big grey box with an attached mouse. Some 
1,500 garages around the country sport these installa¬ 
tions, which are produced by a company named ALL¬ 
DATA, that has repackaged a 1040 ST, a CD-ROM 
drive, and a thermal printer into a closed system to 
help local repair shops diagnose and repair ailments 
on a wide variety of automobiles. 

The CD-ROM drive is used to access a library of 
disks that contain repair and diagnostic procedures, 
wiring diagrams and service bulletins. By September, 
the company expects to have complete data for models 
ranging from Accords to Yugos covering the period 
from 1982 on. The mouse is used to navigate through 
a set of menu selections that identify areas of concern 
for the various makes and models. Once a relevant 
page is spotted it can be output to hard copy from the 
thermal printer. The databases contain text and graph- 
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ics. A team of 40 ALLDATA employ¬ 
ees is totally occupied with data cap¬ 
ture and indexing. The compression 
and indexing methods are proprietary, 
and there is no fancy hyptertext. The 
price for hardware and data ranges 
from $8,500 to $15,000 depending on 
the options chosen. There is also a 
yearly subscription fee to maintain an 
up-to-date library. 

The distributor local to the mid- 
Atlantic region brought a couple of 
units to a recent AURA meeting in 
Kensington, MD. One repair shop op¬ 
erator had gotten curious about what 
was under the hood of the machine in 
his shop and had made contact with 
his local user group. After a bit of 
poking and prodding the local experts 
decided that the machine was pretty 
much a closed system, but a check 
with ALLDATA proves otherwise. The software to 
drive the CD-ROM and the thermal printer are both 
proprietary, so that ordinary Atari applications may 
not not run on the machine, although it is described as 
an open system. The people present did not dig deep 
enough to discover where the DMA bus connection, 
the parallel printer port, or the serial port had been 
hidden. There is a floppy drive and it might be possi¬ 
ble to load small programs that way. But you can at¬ 
tach a modem and a hard drive, and a printer with 
minimal modification, according to ALLDATA. 

An optional package named “Telepart” allows the 
repair facility to dial into computers maintained by 
parts jobbers, identify the parts needed, and place an 
order. This part of the operation uses the keyboard. 
The hardware and software for the jobber side of this 
business is supplied by a firm named Triad Systems, 
which has been working on the problem for quite a 
long time with considerable success. 

According to Arthur Gold, ALLDATA’s director 
of marketing, the introduction of microprocessors into 
automobiles has made diagnosis and repair a much 
more complex art form. Trained users of the knowl¬ 
edge base provided by the ALLDATA system should 
be able to minimize false starts, thereby saving them¬ 
selves and perhaps their customers time and money. 
ALLDATA expects to more than double their installed 
base by March of 1992. Sales results for the year end¬ 
ed in March of 1991 showed a gross of over $10 mil¬ 
lion. ALLDATA started up in 1986 and their first sys¬ 
tems were shipped in 1988. 

The beauty of this system, in the Pussycat’s eyes, 
lies in the fact that someone has actually seized the in¬ 
itiative to put together a special purpose system that is 
well adapted to a technology that Atari introduced 
ahead of its time, but without any follow-up. 1,500 sys¬ 


tems may not be a lot, but, at $10,000 a pop, it adds up 
to $15 million. That is a prospect that is easily worth 
the sweat of a number of people. There is also a lot of 
room for expansion in this market. It seems safe to 
say that there are more CD-ROM drives (although I 
did not find out just whose they are) installed in these 
machines than there are in the rest of the Atari user 
base. 

This is clearly a “niche” application. Keeping the 
system simple makes it easy to use. The data has high 
added value because a repair shop may be able to point 
out additional work that the vehicle owner may wish 
to undertake. A printed document outlining a service 
problem that the owner may not have been aware of 
may be fairly convincing. The shop owner also saves 
valuable time by providing his mechanics with access 
to reliable information in a convenient form. The in¬ 
vestment is, however, a substantial one, particularly 
for the small independent shops that might find it 
most useful. 

Best wishes to ALLDATA in their efforts to make 
life better for auto owners and mechanics alike 
through the application of Atari technology. Any 
Atari fans who happen to be in the auto repair busi¬ 
ness may wish to check with ALLDATA corporation at 
9412 Big Horn Blvd, Elk Grove, CA, 95758. Their 
phone number is 916-684-5200. 

To Quote or Not to Quote? 

Several weeks ago some of the GEnie denizens 
brewed up a tempest in a teapot over the issue of re¬ 
publication of messages that had been posted to one of 
the topics on the GEnie ST Roundtable. As a result of 
this incident a new policy was implemented whereby 
individuals can attempt to control the way in which 
their messages can be quoted outside the service. 
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While the Pussycat is not in the habit of using 
other people’s words to overcome his monthly writer’s 
block, the events and the issues they raise do serve to 
remind us that we should not say things in public un¬ 
less we mean them to be taken seriously. 

Defamatory or slanderous allegations made in a 
public forum can be used as grounds for action to seek 
redress. This is one reason why editors exist to ride 
herd on print journalists. The facts behind any allega¬ 
tions must be independently verifiable and the sources 
for those facts must be available (except to the extent 
permitted by so-called “shield” laws) to anyone who 
needs them. Historians must use footnotes, journalists 
have to be prepared to answer questions about their 
sources. Better adherence to these principles by non¬ 
journalists would do much to improve the discourse on 
local as well as national electronic bulletin boards. Too 
often we find that the discussion takes on the tone of a 
partly-line telephone conversation, wherein gossip and 
supposition are bandied about freely. Remember that 
message postings, even in electronic forums, take on a 
measure of permanence. They may be reread months 
after they are posted, by which time the context of the 
discussion will have all but disappeared. 

Of course, we must also remember that entities 
like GEnie are businesses. They have to look after 
their own interests, as in the recent notorious case of 
the Prodigy mail. GEnie’s policy guidelines clearly in¬ 
dicate that they feel that the material in their databases 
and file libraries is copyrighted and may not be reused 
without permission. It is less clear that the material 
posted on the bulletin boards is in the same category. 
The policy for republication of text from the ST 
Roundtable appears to be grounded in the reasonable 
premise that such use of the material is permissible, 
provided that proper attribution is provided. The re¬ 
quirement that such republication be accompanied by 
a commercial for GEnie should effectively prevent ver¬ 
batim quotes from message postings. The requirement 
for proper identification of the category and topic from 
which the posting is extracted serves to allow everyone 
access to the same sources. 

The additional provision allowing a member of the 
GEnie ST Roundtable to proscribe republication of 
their postings appears to have less merit. For example, 
if someone accuses (or even appears to accuse) some¬ 
one else of using illicit means to create a product that 
might infringe the copyright of another product, that 
allegation is news. There is no way the maker of the 
allegation can cover up the fact that it has been made. 
The allegation must stand until the maker recants or 
the matter is resolved in another way. 

Such allegations, and others of the same ilk, 
should not be made until the maker is sure of his facts 
and is prepared to share the data with everyone. Alle¬ 
gations at second and third hand (“a little bird told 
me”) are not acceptable. Codewords like “prominent 


official,” “unnamed source,” and “usually reliable 
source” are offensive and should be licensed for use 
by registered journalists only. Fortunately, only three 
members of the ST Roundtable have chosen to avail 
themselves of the protection afforded by the opportu¬ 
nity to publish notices screening themselves from 
quotation, so that we can expect business to go on 
pretty much as usual. 

Documentation regarding GEnie’s republication 
policy can be found in GEnie’s overall policy guide¬ 
lines (*POLICY) and in topics 12 and 20 of category 1 
on the ST Roundtable. Topic 7 of category 18 is a 
somewhat less than illuminating discussion of the is¬ 
sues involved. 

People who quote material from the GEnie 
Roundtables on bulletin boards or other media should 
protect themselves by reading this information. Mean¬ 
while, this part-time journalist hereby serves notice 
that those who publish newsworthy material are fair 
game for attribution regardless of where they publish 
it. 

Readers who wish to respond to any of the mate¬ 
rial in this column may send paper mail to the Cur¬ 
rent Notes editorial office as listed inside the 
magazine. Electronic mail can be sent to: 

J.D.BARNES (GEnie), JDBARNES (Delphi), or 
JOHNBARNES-ENH.NIST.GOV (Internet). 

13 issues for the 
price of 12 
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STARTING 

BLOCK 

by Richard Gunter 


Kero'* (Hottest 



My gaming taste tends to the more advanced fantasy 
role-playing games (FRPGs) having lots of swords 
and sorcery and complex puzzles. Lately, real-life 
dragons have sapped the energy available for such 
things. I found two games recently that were a relax¬ 
ing change, though. 


Haotn 

Loom, from Lucasfilm Games, comes on two 
floppy disks packaged with a “Book of Patterns,” a 
brief instruction manual, a reference card, and an au¬ 
dio cassette tape recorded in Dolby stereo. The tape 
describes the Loom universe and provides some useful 
background information. Loom is easily installed on a 
hard drive—the recommended method for faster play. 
It gets along with TOS 1.4 and Hotwire; I made a hot 
key for it and had no problems, although I boot 
without my usual accessories and autorun programs. 

The game is not copy-protected. The protection 
scheme comes into action each time you load or 
restart the game. You have to look up a randomly 
chosen musical note sequence in the “Book of Pat¬ 
terns” (using the red viewer to make the notes read¬ 
able), and click on the correct four notes in sequence. 
The game save/load feature is governed by a function 
key and works without hassle. 

Bobbin’s World and Magic 

\bu play the role of Bobbin, a young member of 
the Weavers’ Guild. Seems that in this world Weavers 
can do more than weave fabric—they’re magicians as 
well The magic system is unique; spells are “woven” 
by musical notes, with the aid of a staff called a “dis¬ 


taff.” At first you can’t do much, but as you progress, 
you gain enough experience to use higher notes which 
you use to weave more advanced spells, or “threads.” 

Each time you play, most spells are randomized, 
so records of a previous game won’t help much. Main 
interest on replay is to try a higher level of difficulty, 
where fewer visual aids are provided as you learn and 
use magic. 

The artwork is beautifully executed. You have a 
camera’s eye view of a scene and move Bobbin around 
the scene with the mouse. In each scene there are exit 
points which bring up a new scene—a common 
method for this type of presentation. Scene changes 
are comfortably quick. 

In many scenes, conversations are presented by 
“cuts” to a closeup of the character who’s speaking, 
and his/her image is animated with blinking eyes, and 
such. Animation is exceptionally smooth throughout, 
giving one the sense that cinematographer’s skills have 
been applied here. 

Playing a Movie 

When I mentioned the game to another CN au¬ 
thor, his immediate reply was “You don’t play Loom; 
you watch Loom.” 

There’s considerable truth in that statement. Most 
cut scenes are forced; you don’t have any options ex¬ 
cept to sit back and watch, or hit a key to skip the cut 
altogether. 

You can’t die in this game, and the puzzles are all 
pretty simple. In fact, it’s frequently difficult to pro¬ 
ceed without taking an action which is essential to 
completing the game. The general effect is that of 
watching a filmed story unfold, with limited freedom 
in what you can do at a given stage. This shouldn’t be 
a surprise; the manual tells you as much right up 
front. 

Recommendation 

At first I was unsure whether to recommend this 
game or not. On the down side, it is a short, easy play. 

I completed it in about three sessions, none of which 
were lengthy. Compared to most FRPGs, there is vir¬ 
tually no violence to attract gamesters who enjoy slay¬ 
ing monsters. (This is either a plus or a minus, de¬ 
pending on your taste). Artwork and animation are su¬ 
perb, and the magic system is refreshingly unique. 
With these stipulations, I give Loom a thumbs-up. 
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Hera’s (Ducat 

Hero’s Quest from Sierra is the only program I’ve 
ever purchased because of the package blurb. The 
cover art depicts a dragon-like monster with shreds of 
metal dropping from its fangy mouth, and a half-eaten 
shield on the ground before it. Facing this monster is 
Our Hero, holding a bent and twisted sword. Below is 
the legend “So you want to be a hero.” 

The back of the box explains that you are a gradu¬ 
ate of the Famous Adventurers’ Correspondence 
School, and qualified to “battle brigands, massacre 
monsters, and rescue royalty.” Riiight. Sure you are. 
Ok, the humor is kinda silly, sarcastic, even smart- 
alecky. Just my style. 

The Package 

Hero’s Quest comes on four double-sided disks, 
and installs easily on a hard drive (just copy the files 
into a single folder, ignoring the “name conflict” mes¬ 
sages). The game works with TOS 1.4, but does NOT 
like Hotwire, and you must be in low resolution before 
you run it If you have a synthesizer, you can config¬ 
ure to play sound effects through the synthesizer. 

Note: hard drive installation is definitely the way 
to go; the game has something like 2.7 Mbytes of pro¬ 
gram and data--you’d get dreadfully tired of swapping 
floppies. 

Packaged with the disks are a technical manual 
and reference card, and a Famous Adventurers’ Corre¬ 
spondence School manual. (Read the manual. The 
sophomoric humor continues). 

The World of Spielburg 

The world of Hero’s Quest is restricted to the 
town of Spielburg and the surrounding valley. You can 
draw a map if you want, but you really don’t need to 
bother. 

Your character is created in a standard manner. 
There’s a choice of three professions: fighter, magic 
user, and thief. Having chosen a profession, you’re 
given a budget of 50 points that you can allocate as 
you wish to a set of skills. Crossover is allowed; that 


is, a fighter can be given magic user or thief talents, 
but five points in each crossover skill cost you 15 
points of your budget. 

Here again you have a camera’s-eye view of a 3-D 
scene. Artwork is good, although not as exquisite as 
Loom. You can control your character’s movements 
with either the mouse or the keyboard. Each scene 
has exit points to a neighboring scene. Scene changes 
are slow, requiring several seconds even when playing 
from a hard drive. 

Combat 

You can die in this game, frequently. Fortunately, 
the save/restore feature is easy to use and rebooting is 
not required. 

Monsters appear randomly as you wander the 
countryside. Species and general level of nastiness 
vary as the game progresses, and the worst of the ran¬ 
dom monsters appear at night 

Combat occurs on a closeup screen which shows 
your hero as seen from behind and a front view of the 
monster. Using the keypad, you can dodge, block, or 
attack. The game sort of helps (?) with these actions. 
Early on, your character is pretty unresponsive. As 
he/she gains experience, your hero gets more lively. 
The combat system takes some getting used to and 
I’ve played systems that are more comfortable. The 
monsters are well-drawn and animated. 

Missions 

There are several missions you can attempt (see 
the notices posted in the Adventurers’ Guild hall). 
Some are sources of funds, and others are necessary to 
complete the game. You’ll need money to buy potions 
(want to heal up, don’t you?), food and armor. The on¬ 
ly available armor is chain, and the only weapons you 
can buy are extra daggers. Each character profession 
comes with a basic set of equipment and weaponry. 

Puzzles are not difficult Each character profession 
must use a different method for solving some of the 
puzzles, which makes the game flow differently for a 
fighter than for a thief. There are also some sections 
of the game that are blocked from each profession. A 
fighter can’t get into the Thieves Guild, for instance. 

Recommendation 

If Sierra’s brand of humor is to your taste, it adds 
enjoyment to the game. Variations in puzzle-solving 
tactics make replay more fun than is usual. The time 
and effort needed to reach necessary levels of experi¬ 
ence and acquire funds is not too onerous. A relatively 
easy game, suitable for novice gamesters and those 
looking for a change of pace. I enjoyed it. 

Next time: an in-depth review of Informer II, a 
database program with some interesting features. 
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Hey -- Like, 
DB, Man! 

(C) 1991 David C. Dray 


The primary reason that I decided to take a break 
from Johns Hopkins last semester was that I wanted to 
complete some heavy projects for my business. One 
project I have been working on for about a month, and 
now have running in a preliminary form, is a heavy- 
duty, point-of-sale, cash-register, mailing-list, order¬ 
tracking, accountspayableandreceivabletracking, bal* 
ance-sheet-producing, there’s-nothing-it-can’t-do-(in- 
theory) system. It is possible to produce such a system 
on the ST that runs at reasonable speeds and doesn’t 
require that you write your own database-manage¬ 
ment routines from scratch. I have had the most enjoy¬ 
able time programming in dBMAN. 

The Mailing List Evolved 

Before I get into how this thing works. I’ll tell you 
why the need for it became apparent. When we here at 
Toad Computers first started out, we had a mailing list 
and it was made up of three components. First, we had 
a text file of names, generated by our 130XE-based re¬ 
ceipt printer and rudimentary point-of-sale system. 
We also had a listing of names generated by our bulle¬ 
tin board system. As time went on, we got some 
names from START magazine on disk. People called 
and asked if we would put them on the mailing list. 
We were sending out propaganda to approxi¬ 
mately 1,500 people in mid-1989, using unsorted la¬ 
bels from three or more sources, all of which had to 
be manually attached to flyers, then manually sorted, 
counted, and mailed. 

So, towards the end of 19891 began a quest which 
is only now becoming resolved. It was to figure out a 
way to have a big, accurate mailing list, in which we 
could keep addresses and statistics for all of our cus¬ 
tomers. In my view, direct-mail would become our ad¬ 
vertising method of choice, and to do it well, we’d 
need a good fast system that would keep accuracy up, 
allow selection of certain market groups, and thus 
keep mailing costs down. 

My theory is that the circulation of magazines 
like START and ST-Log (which have traditionally had 
the highest circulation numbers) has basically dwin¬ 
dled away. What hasn’t disappeared is the Atari com¬ 
puters (see Conservation of Mass, High School Phys¬ 
ics). So traditional print advertising in such magazines 


as START or Current Notes may only reach 10% of 
the people who might be inclined to purchase some¬ 
thing from you. Granted those folks are your best 
bets, and advertising to that 10% is definitely worth¬ 
while, but cultivating bigger numbers and increasing 
the size of that 10% is where the long-term big money 
lies and it is the only way to insure the health of the 
Atari marketplace in the long run. 

In fact, direct mail has become my advertising 
method of choice. While mailing does require a little 
more initial cash outlay than print ads, it’s worth it. 
Someone who may not have purchased an Atari re¬ 
lated magazine in three years might be thrilled to re¬ 
ceive a nice ad from what he may think is the last 
place on planet Earth selling Atari equipment. Your 
mailing efforts are cumulative. By the time a cus¬ 
tomer has received a third piece from you, you seem 
like an old friend. You build a regular following that 
way, and you maintain customers who might other¬ 
wise be tempted by the evil fruit of the 386. So any¬ 
way, it works. I encourage other companies to compete 
with mine via direct mail—because it is the only way 
we can maintain this otherwise-shrinking market. 

After building a large and reasonably accurate da¬ 
tabase of names, I sought to put it into a program that 
would allow me to manage it easily. I have previously 
mentioned that Superbase Professional was my first 
try. While I didn’t have everything transferred into it, 
I found it to be slow and generally goofy. I then trans¬ 
ferred everything I had into dBMAN version 5.2. 
Without using any programming to speak of, I printed 
labels for my first mailing with them ALL sorted! 
ALL in a consistent format! What a joy to stick on 
those labels and be able to bundle up my flyers 
without having to resort them! That was nice, and I 
was hooked. 

As of December 1990 I had nearly 50,000 names 
on file, and it seemed a shame to go on, day after day, 
entering in orders and not utilizing the vast supply of 
names I already had. By re-entering addresses, I’d 
formed a breeding ground for inaccuracies and dupli¬ 
cation. When someone called to place an order, how 
nice it would be to repair their old, inaccurate ad- 
dress--or call up their most recent shipping address. 
And there was no reason that I couldn’t do this. 
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I dabbled more and more in dBMAN program¬ 
ming, making increasingly more advanced utilities for 
mailing list maintenance. Finally, I decided that there 
had to be a way to write a decent do-it-all system us¬ 
ing dBMAN, but being unfamiliar with everything it 
could do, I solicited some assistance. I created specs for 
my program, based primarily on the fact that an order 
should be some relation between a record in the mail¬ 
ing list database and some items in the inventory data¬ 
base, and then went from there. I found someone who 
could write a program (using a dBASE ///-/-compatible 
program on an IBM) to my specs, and he did. Only I 
realized that my specs were too loose. 

Writing Dream-Code 

I basically ended up re-writing the program from 
scratch, but I also wrote it as ergonomically and as 
completely as I could. And the rewrite process gave me 
the opportunity to learn dBASE programming inside 
and out. The result is a smooth system, that finds a 
customer quickly and easily using one of several possi¬ 
ble search criteria, allows full screen editing of an or¬ 
der, and then allows editing of an order after it is 
saved. By saving all the information about each order, 
it is possible to have access to a full array of statistics. 
Sales tax reports become a breeze. The computer can 
just look through and tell you how much sales tax you 
collected, what your taxable sales total was, what your 
non-taxable sales total was, what your profit was, what 
the profit was on stuff you haven’t told it how much 
you pay for yet (based on the margin on the stuff it 
knows) ad infinitum. The biggest key to having con¬ 
trol over your business is having vital information 
about it. The easiest way to obtain that information is 
to have a solid base of information that contains every 
transaction you conduct, and then formulate simple 
operations you can perform on that information which 
answer the questions you have. 

The nice thing about using dBMAN over some¬ 
thing like C or Pascal is that you’ve got a whole li¬ 
brary of really nice functions which take care of stuff 
like indexing, searching, sorting, menus, screen opera¬ 
tions, using multiple databases, and a jillion other 
things, which make dBMAN really nice to use for this 
sort of program. Certainly, a library of functions for 
either of these languages would take care that prob¬ 
lem, but I don’t know of any such thing for the ST, 
and dBMAN delivers satisfactory performance and, 
most importantly, does not require the super-technical 
task of writing and debugging four hundred routines. 

Just to give an example of the kind of luxuries dB¬ 
MAN and dBASE-compatible systems on other ma¬ 
chines offer, suppose that I want to find the name 
“Bob Albinar” (fictional character) in a database of 
50,000 people. With dBMAN, you SET your INDEX 
to LASTNAME, and tell it to FIND “ALBINAR.” 
Within about two seconds (on a hard drive), you’re 


pointing directly at this person’s record. Using a 
home-made system, you’d have to worry about the 
physical details of the B-Tree search algorithm dB¬ 
MAN uses, and hope that you’ve written a functional 
equivalent to what dBMAN actually does. While I am 
technically capable of writing such a program, I prefer 
not to. I don’t have time, and the more routines I 
write, the more bugs there are. 

My system is now in its second week of operation. 
I have found several bugs. For a while, it would myste¬ 
riously sell to people items that they had not pur¬ 
chased. Sometimes the system would refuse to take an 
order for certain customers. I have since eliminated 
those bugs, and the more I use it, the more potential I 
see it has, and the more bugs get eliminated. 

Other POS Systems 

I have looked at other systems, most notably at 
CRICIT from Nice & Software. I like that program, 
and it has some functions my program doesn’t, but 
my program handles customer searching in a much 
more savory fashion. I wrote it that way to suit my 
needs. CRICIT will handle a bar-code reader, mine 
won’t (at least right now). Mostly, I just couldn’t swal¬ 
low doing things the way someone else wanted me to, 
and I am quite happy with my program as is. 

Disadvantages 

There are some disadvantages to my system. In its 
present form, it is a bit slow. I am running interpreted 
dBMAN code. A compiler is included with the pack¬ 
age, but I have not run it as I have been modifying my 
code a lot and do not want to recompile it each time. 
To bring the system up to speed I have coupled it with 
a FAST Technologies T-16 board and a Toadfile 44. 
You wouldn’t want it to run any slower than it does 
now. That’s not to say it’s slow, but you just wouldn’t 
want it any slower. 

Laser Blues 

Since my article about laser printing came out in 
April, I’ve had a lot of people call me about how in¬ 
credibly slow laser printing to printers besides the 
Atari SLM series can be. Well, all I have to say to that 
is “Yeah.” It’s true. The Atari SLM series printers are 
incredibly fast, and they increase productivity as a re¬ 
sult. 

1040STE’s, Medium Rare 

The Atari 1040STE, when it came out last year, 
was not capable of booting in medium resolution. Bob 
Brodie and other high priests at Atari promised that 
they would ship with a “fixed” version of TOS, that 
did allow booting in medium resolution. That TOS 
was to be version 1.62. I had not seen it until this 
week, because no machines had shipped with that 
TOS until now. The 1040STE will successfully boot in 
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medium resolution now. But not all of the machines I 
received included 1.62. By the time you read this, 
though, all 1040STE’s will probably include it. 

Jerry Pournelle Bytes the TT 

In the most recent Byte magazine, Jerry Pournelle 
did a quick review on the TT. I was not impressed with 
the review, not because it was unfavorable—it was 
rather favorable and left the reader with the impres¬ 
sion that the TT was something like Cool Whip (fatty, 
bad for you, but awfully sweet)—but largely because he 
seemed to expend very little effort to determine what 
the machine could actually do! Jerry thought the ma¬ 
chine took so long to boot up because it was running 
diagnostic tests. For those of you who don’t know, it 
has a 90 second boot delay when you turn the ma¬ 
chine on which allows the hard disk to come up to 
speed. This boot delay can be exited at any time with 
a keypress. A one second glance at the manual would 
have informed Jerry of this feature and spared 
knowledgeable readers of four or five long, stupid, em¬ 
barrassing (for Jerry) sentences hypothesizing the rea¬ 
son for this long, Pournelle-inexplicable delay. Then, 
when he wanted to test the thing, he couldn’t find Sun- 
dog (an ancient game that probably wouldn’t run on 
the TT). So he ran Tracker ST on it, a competent but 
rudimentary mailing list manager which is not a good 
display of the TT’s abilities. What about DynaCadd, 
Calamus, PageStream, or even dBMANI Perhaps 
some blame is to be placed on Atari, for not providing 
really powerful software for him to review. But regard¬ 
less of who’s to blame, the damage has been done, and 
another shot Atari had at the mainstream has been 
blown by simple ignorance. Incidentally, by the time 
you read this, TT’s as well as the 19” monochrome 
monitor (which Jerry mistakenly said was greyscale), 
and the 14” color monitor should be available. And 
Jerry also said that a standard 14” multisync monitor 
wouldn’t run because the screen flicker was too great 
I have only seen TT’s running on multisyncs. I have 
not seen the new Atari monitor. And the TT’s ran on 
multisyncs just fine. 

A Real Mystery 

I named this column Myths and Mysteries be¬ 
cause my inspiration for writing has been to clear up 
misconceptions and answer questions that seem com¬ 
mon to me. Well, this time I have a case for y’all to 
solve. An Atari owner, going by the name C.T. (Carl 
Thomas) Moore, a black man about 6’, claiming to be 
a graduate student at the Univ. of Maryland, with ad¬ 
dresses in Maryland, New Jersey, and Massachusetts, 
is wanted by the Maryland State Police and the FBI. 
He currently owns a Mega STE. If you have any infor¬ 
mation that may lead to his arrest, please call or write 
and I will pass the information along to them. A re¬ 
ward may be offered. 


Next Time 

In my next installment, I hope to be reviewing 
PageStream 2.1. This program has not yet been re¬ 
leased, but I hope to be receiving a beta copy for re¬ 
view. For those of you who are not aware of what the 
new version will do, features include the ability to use 
PostScript Type 1 fonts for both screen and printer and 
the ability to use and display encapsulated PostScript 
graphics. This is quite nice. You may recall my article 
from a few months ago where I talked about convert¬ 
ing from Type 1 fonts to Calamus fonts, etc. Well now, 
PageStream will give you direct access to thousands of 
high quality commercial and public domain fonts 
which are already available. That is real power and I 
fully expect that PageStream 2.1, with its color abili¬ 
ties and PostScript compatibilities, will be an even 
more serious competitor to Aldus Pagemaker and 
Quark Express on the Mac and IBM platforms than it 
has in the past. 

Reaching Me: 

Phone: (301) 544-6943. FAX: (301) 544-1FAX. 
MAIL: David Troy, 556 Baltimore Annapolis Blvd., 
Severna Park, MD 21146. 

GENIE: Toad-Serv. CompuServe: 72470,1605. Inter¬ 
net: dtrojh-jhunix.hcf.jhu.edu 






WE ELECTRONIC CLINIC | 


|. 


3 

§ 

3 

3 

3 

3 

3 

Q 


ATARI 8-BIT Software 
Many Titles in Stock 
BEST Prices in Town. 

BUY, SELL, TRADE Used ATARI | 

Hardware and Peripherals 

• AUTHORIZED SALES ON AH 

fj Atari 8 & 16-Bit Products 

We also sell PC compatibles. 

Prices start at S500. 

• AUTHORIZED SERVICE ON 
All Atari Products 
Also other computer products. 

Since 1969 
4916 Del-Ray Ave. 
Bethesda, MD 20814 
(301) 656-7983 




3 

g 
3 

u 

3 

3 

3 

3 

3 

3 

5 

5 

5 

3 

3 

3 

3 

5 

3 

5 

3 

3 

5 


Page 26 


Current Notes 


Vol. 11, No. 5 



W • A • A • • j= 

AtariFest '91 

October « 12 & 13 * 1991 

Sheraton-Reston Hotel 

11810 Sunrise Valley Dr. Reston, VA 22091 

user groups seminars vendors 
software hardware swap room 
desktop publishing demonstrations 
door prizes midi games telecom 
education entertainment utilities 
applications ibm & mac emulation 
business animation art graphics 

Ji_i. .... .... .JL.f_i - 

developers procproifiiviers friends 
bargains, fun & lots more... 


For general information, contact Charles Smeton at 301-465-8628, 
or on GEnie mail as C.S. Smeton. For vendor information, contact 
John Barnes at 301-652-0667, or on GEnie mail as J.D. Barnes. 


AtariFest *91 is presented by the Washington Area Atari Computer Enthusiasts 










Publisher's luncheon 

When a Desk Is Not a Home 

By the Former Owner 



Publisher 


Sign on the Door 

The front door at high noon 
had a message on it. It read: 


Perestroika Time 
Team A vs Team B 
Winners’ Prize 
Ready? Willing? Able! 


Another Publisher’s Luncheon 
was scheduled for that very day. A 
monthly occasion, usually at the 
ST Editor’s home, it’s purpose was 
to give nearby CN authors a 
chance to tell the Publisher what 
they thought about his final “lay¬ 
out” of theirs and others’ material. 
And now and then, to toss a bit of 
“praise” into the convivial air for 
the results of almost a hundred 
hours of work by the renowned 
Waters Team, with the “Him & 
Her” wax on their fingers, as they 



Barnes & Elmore Inspecting 


raced the clock, late into the night, 
to paste up all 84 pages and rocket it 
off to the printers the very next 
morning. 

But these were sober, sophisti¬ 
cated individuals who had “ham¬ 
mered” their way thru life without 
receiving much adulation, so why 
should the Publisher, who always 
rushed in late to the lunch with the 
first dozen copies of the magazine 
under his arm, why should he be 
given any particular praise? 


Besides, the group was talent 
tall in heavy oral output and hors 
d’ouvres intake. So they sipped 
their drinks and, between shouts, 
furled the pages of the magazine, 
pausing always to scan their own 
article first. The Publisher, no 
stone-statue mouth himself, at these 
sessions usually sat in his listening 
mode, waiting for a salient observa¬ 
tion or a short encomium, if for¬ 
tune so ordered it. More could not 
be hoped for and seldom came. 

But this particular “gourmet 
gobble” had been rigged to be 
“different.” For several years 
now, the arrivees would surge 
first into the den, or “electric 
force field” as they dubbed it. 
There they delivered boringly 
repetitive snideries about the 
“leaning tower of Sommers.” 
the tiny discount store desk 
piled to the ceiling, as it were, 
with computer paraphenalia, 
and color, and Moniterm, and 
monochrome monitors. And 
prophesies about the date and 
hour it would separate and 
crash, taking its editor into 
oblivion with it, were all part 
of the stylized humor. This time, as 
they entered they were handed a 



Gunther of Starting Block & Wrotniak of 
ST ToolBox Fame 


drink and assigned either to the A- 
TEAM (hutch construction in the 
living room), or the B-Team (full 
desk erection on the porch.) Oh, 
yes, a large heavy mahogany sur¬ 
faced, put-it-together-if-you can ed¬ 
ifice had arrived in several boxes. 

Starting times were duly noted, 
along with a warning of five min¬ 
utes added for each left over part 
Grumble? No, no. Just a lot of 
complaining and hoots of anguish 
as they traded insults and worked 
away. Gunter, the “Starting Block” 
web spinner and Wrotniak, whose 


acid pen could etch glass, worked 
the hutch, while the porch rang 
with the complaints of Van Wyck, 
a just-that-day, retired radar acade¬ 
mician, and Elmore, of Panama 
and Noreiga fame. 

They all had been told that, in 
addition to finishing first, they 
would be judged on how well they 
worked together and who showed 
initiative and who obstructed-typi- 
cal assessment procedures for the 
Publisher’s real work habitat. 

Those not teamed up, e.g the 
Publisher and the “Junkyard 
Pussycat,” wolfed appetizers and 
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criticized their fellow authors at 
work. In sum, you could see why 
this magazine had the reputation it 
did, as you watched this small mi¬ 
crocosm of all of CN’s authors 
strut their stuff. 

Then it crashed, much as com¬ 
puters do. The Hutch Team was 
finished and the Desk Team plead¬ 
ed “no contest” because one of the 
leg joints to the desk was missing! 
Lacking a Star Trek “beam it 
down” from Busch Industries, 
we halted the project and an- f 
nounced lunch. What you see 
in these pictures is the 128 
minute effort of Elmore and 
the new desk’s owner, two jj 
days later, after the arrival of 
the errant part Elmore, a 
one-man triumph in the 1lW 
desk’s final assembly, there¬ 
upon turned into a mega¬ 
phone of advice and encour- §§ 
agement to his host, as the lat¬ 


ter tried to find out where the tan¬ 
gled nest of wires had had their 
homes. 

And what about the little desk 
that couldn’t? Did it go to the CN 
Memorial Museum or with the gar¬ 
bage to a furniture graveyard? In¬ 
stead to the curbside, where with a 
sign on it, saying “I’m a good desk. 

Take me, if you need me,” it lan¬ 
guished ’til mid afternoon, when 
returning shool children quickly ef¬ 
fected its adoption. 
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Get a load of this! 


ft Fast shipping 
ft Phone support 
ft No min. phone order 
ft 100% Virus Free 
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1102 10 new Calamus fonts NEW! 

1103/1104 13 new PageStream fonts NEW! 

971 Deluxe FontMaster 2.0 
970 Easy Text desktop publisher 
966 IMG Banners: fill in your text (D) 

496 Calamus 1.09 demo (1 DM) 

873 Calamus hints & tutorials/utilities 

963 Nude Women IMG Clip Art 
1107 PageStream dictionary-bigger! NEW! j 
827 PageStream Font Editor & fonts 
872 PageStream utilities 
521 PageStream 1.8 demo (D) 

867 TW Desktop Publisher templates 
EDUCATIONAL/KIDS _ 

969 Alphabet tutor for kids (C) 

820 Algebra I & Verbal-Linear Problems 
819 Basic Math Skills 
64 Human Anatomy Tutor (C) 

1100 Math Circus (C) NEW! 

890 Solar System (C)/World Geography (M) 
GRAPHICS_ 

894 Mac Nudes and PicSwitch utility 
1095 Nude animation/digitized pics (C) NEW! 
903 Simpsons digitized sound/animation 
961/962 Sexy Spectrum Nudes! (C) 

364/367 Spectrum Nude pictures (C) 

964 Women in lingerie (C) 


1067 3D Tron light cycles: great! (C) NEW! 

988 Dan’s Dungeon-major action (CJ) 

989 Berzerk clone with digitized sound (CJ) 
987 Dungeon Adventure: awesome DM! (C) 
876 Fuzzball: Q*BERT clone (CJ) 

860 Go Up: Lode Runner clone (M) 

138 Grand Prix 2.1 car racing (C) 

1069 Hac Man 2: best Pac Man! (1CD) NEW! 
1066 Hawks:have gun shoot birds (CJ) NEW! 
884 Hollywood Squares TV show (C) 

142 HRS: Adult graphic adventure (1 CD) 

1068 MIDI Maze 2: 2-16 player (C) NEW! 
895 Mini-Golf & Shanghai clone (M) 

985 Name this Tune + 100 tunes (CJ) 

139 Nude shoot ’em up (1C) 

133 Nude strategy games (C) 

124 Risk/Tetris clones (M) 

1070 Scrabble board game clone (D) NEW! 
1000 Skate Tribe: best PD game! (CJ) 

880 Sorry! Excellent board game (C) 

155 Strip Breakout (C) 

881 Stu’s Pool with digitized sound (C) 

1063 Taipan II: world conquest (C) NEW! 
878 Welltris clone & Tetriside (C) 
SOUND/MIDI/GRAPHICS_ 

904 Cosh 16 voice Sequencer 
1096 Samantha Fox nude demo (CD) NEW! 


UTILITIES 


842 
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467/468 100’s of NeoDesk icons/utilities 
774 ARC Shell 2.3 by C.F. Johnson NEW! 
Atari PORTFOLIO utilities 
Blitz Copier 2.5: make your own 
Cheats/hints for 100’s (really!) of games! 
Cheetah super fast file copier 3.0 
Color monitor emulator for mono NEW! 
1077 Double Click PD utils: must have NEW! 

1083 File undeleter NEW! 

638 Gemini 1.18: NeoDesk clone (TD) 

1084 German to English translator NEW! 
978 GFA BASIC Shell - excellent! 

1076 Go-Go ST: great HotWire clone NEW! 
788 Mono 3.0/Moniterm monitor emulators 
Mouse Accelerator 3/Desk Manager 3.3 
NeoDesk Utilities, very useful 
Pinhead 1.8/LG file selector 1.8B 
ST Writer Elite 3.8 w/ Spell Checker 2.8 
669/670 Sheet 3.2p spreadsheet w/ docs 
902 Speaks text files aloud!/RAMplus 
683 Superboot 7.0: auto-booter+more NEW! 
1084 Talking disk formatter! NEW! 

793 Turtle 3.20:best hard disk backup NEW! 

794 Virus Killer 3.18: protect yourself NEW! 
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889 
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1061 TT Buyer's Guide & utilities (D) 

1062 Awesome TT pictures (D) 


NEW! 
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BUY SELL TRADE 

Bored with your software or 
hardware? We’ll buy or trade for 
it. PDC proudly offers a service 
that’s already a major hit with our 
customers - where you can find 
inexpensive ST products in 
almost new condition! 

Call us at (206) 745-5980 or write 
for a free catalog (our 800 # is not 
equipped to take catalog orders) 
Products are sold on a first-buyer- 
gets-it basis, so check today to get 
what you're looking for! 



Disk Requirements: 1 = 1 megabyte, C = color or M = monochrome monitor, D = double sided disk drive, J = Joystick, T=TOS 1.2/1.4 


FAX your order: 
(206) 348-4276 


-S 


PDC, Dept. CN, 4320 - 196th SW Suite B-140, Lynnwood, WA 98036-6721 / (206) 745-5980 



No credit card surcharge; cards not charged until orders ready to ship. ’Prices don't include shipping: $3.50 per order (Foreign $8 per 10 disks; Foreign and Canada both sent Airmail); 
2nd Day Air $8 (Domestic US only); NO COD'S Slightly Used Software shipping: $5 in USA (Canada $8, Foreign call). WA residents add 8.1% on total (including shipping). Allow 2 
weeks for checks to clear or send money order for immediate processing; make checks payable in US funds to PDC. Prices and contents subject to change without notice. Disks 
listed as xxx/xxx (where xxx is a disk number) are 2 separate disks and should be ordered as such. If ordering disks containing nudity, you must be over 21 years old and must say or 
write that you are when ordering (sign order form if by mail). PS: We're always available to help you with a problem, question, or just to have a friendly chat! 


V/SA 
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Introduction 

I’ve always liked, and believed, 
in magic. I never went through that 
stage called “growing up” about it 
And while I could pull the usual 
Dave Small ramble about why that 
was, let’s just cut to the chase and 
say, it’s a darn good thing. 

There’s something about the at¬ 
titude of believing that, despite 
what anyone says, something could 
happen, which is very important in 
any sort of creativity. Magic per¬ 
fectly shows that attitude; you 
know there’s no rabbit in that hat, 
for instance. Yet it appears. 

I get such a kick out of demon¬ 
strating the Spectre GCR at shows 
to people who have never seen it, 
particularly to rabid Mac owners. I 
run the program, get into the con¬ 
figuration menus, set everything 
up, and press [Return] to start it up. 

And for a few seconds, nothing 
seems to happen. The screen stays 
put and it looks like the program 
has crashed. Now, in reality, things 
are furiously happening inside the 
computer, but you couldn’t tell by 
looking at the machine. 

The seconds stretch out, and 
the suspense gets a little agonizing 
for me. Did it crash? (I’ve seen 
Spectre crash more than anyone 
else in the world, remember, often 
at this spot, and sometimes during 
demos...) 

Then, poof. Rabbit out of a hat 
time. Screen fades, and a little Mac 
fades in, smiles, and the screen 
says, “Welcome to Macintosh.” A 
few seconds later, it’s up and run¬ 
ning the Mac desktop. 

I just love the expression in the 
audience’s face. It’s magic, you see. 

(About half of them quietly 
look for cables leading under the ta¬ 
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ble, to some hidden Mac. I know 
Jerry Pournelle sure as heck did the 
first time I showed it to him.) 

Mac emulation’s been around 
since January 1986, which makes it 
more than five years old. As the 
program grew up, it got harder and 
harder to crash. The critical point 
was the zero-store handler; many 
Mac programs write into ROM, 
which crashes the ST. The Motorola 
books said that the 68000 cannot 
recover from this; that’s why 
there’s a 68010 chip. And the most 
magical part of Spectre is where it 
picks the 68000 up off the floor, 
dusts it off, starts it ticking again, 
and cures the program on the spot. 
To me it becomes magic when the 
designers of the chip say it’s impos¬ 
sible; I had to un-learn what their 
manual said and give it a try any¬ 
way. 

We nicknamed the Zerostore 
handler “Zeus” because of this. 
Zeus became the difference be¬ 
tween a half-emulator and a really 
stable product. 

(How does it work? Awww, 
come on, watching a magician 
show how a trick works is dull... 
but if you’re really hacker hearted, 
note the intense similarity between 
the “IR” register, stacked up during 
the crash, and the program instruc¬ 
tion that swatted you down. It all 
starts there.) 

The next most fun thing is 
watching a Mac user plug some 
Mac program I’ve never seen into 
the Spectre. I’m a little tense, too- 
what if it crashes? But, honestly, 
stuff I haven’t seen works about 
95% of the time anymore, and the 
rest, I can point to the exact coding 
problem in the program and tell 
them why it breaks, from the infor¬ 


mation I print out during a crash. 
“Hey, what’s the program doing ac¬ 
cessing the SCSI chip directly? Is it 
begging to crash, or what? Apple 
says you’re not supposed to do that, 
and it’ll break on a Portable or a 
Ilfx.” 

But look at what’s important: 
I’m trusting the magic inside the 
program, particularly Zeus, when 
they put the disk in. See? Instead of 
programming it, I’m now using it 
myself! 

I’m a real believer in magic 
with computers. I like doing things 
with the computer that closely re¬ 
semble magic. I like it a lot. In col¬ 
lege, I survived only by doing inde¬ 
pendent studies in addition to stuff 
like Sadistics 101 (Statistics); the in¬ 
dependent studies were Mainframe 
Magic. I studied real interesting 
stuff like CDC assembly language, 
PPU calls, how to interrupt a For¬ 
tran compile to leave a copy of the 
entire system in a file for me to pe¬ 
ruse (my, my .; there are interesting 
things there!)~and in a real burst 
of hacking, how to talk to the in¬ 
nards of the computer directly. 

I remember whipping up a pro¬ 
gram to let any number of users 
(max 32) talk to each other at once. 
I ran it on four terminals for a test 
in a busy student computer center. 
And for some reason, the program 
pretty well took over the compu¬ 
ter. (I’ve since figured out that the 
scheduler “preferred” small, disk- 
bound programs like mine over al¬ 
most anything else.) As I typed 
messages back and forth, I noticed 
the center had become deathly qui¬ 
et; the noisy line printer in the next 
room had stopped, and the 
DecWriter’s had stopped their 
scree-screeing sound. 
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I turned around from testing to 
find people watching me, since my 
terminals were the only ones doing 
anything. I managed to look inno¬ 
cent long enough to shut down the 
terminal program, at which point 
everything sprang back to life-line 
printers, Decwriter, and so on. And 
then I exited stage-left before some 
Computer Center Security type 
showed up. 

The CDC manuals indicate 
that these results are impossible un¬ 
der TELEX, the time-sharing ex¬ 
ecutive job for the Cyber. I know 
different 

Magic 

I guess one definition is when 
the crowd has no idea how you did 
it, and knows, in their heart, it’s 
impossible—and it happens anyway. 

And now I work on these Atari 
ST and TT machines, and there’s 
real magic potential in there that’s 
new, barely, barely tapped. 

It’s called an MMU. And I’ve 
been working with it to pull some 
real magic stunts recently, which 
“everyone knows” are impossible. 

So what’s an MMU, you ask? 
It’s a Memory Management Unit. 
Basically, in the 68030 chip, Mo¬ 
torola rolled together the 68020 and 
the 68851 MMU chip so there 
would be an MMU onboard. 

An MMU is a hardware device 
that splits apart “logical” from 
“physical” addresses, and lets you 
link any of the one to any of the 
other. A translation, sort of. 

Now, let’s translate that into 
English. (I guess I’m playing 
MMU). Inside your computer, you 
have up to 4 million characters 
(“bytes”) of memory, each one 
with its own address, just like a 
street address: 1, 2, 3, 4. ... up to, 
4,000,000. Your program loads 
somewhere into those addresses, 
and uses them for data storage. 
Even what’s on your video display 
is stored in there, taking up 32,000 
locations. 

Those physical locations, lo¬ 
cated inside your RAM chips, are 
called “physical addresses.” For in¬ 


stance, if I ask for the contents of 
location ttl, I get the data from 
memory byte ttl as opposed to tt2. 

Programs use “logical ad¬ 
dresses.” This is sort of the same 
thing in that logical addresses are 
memory that the program knows 
about. On the regular ST, logical 
addresses are the same as physical 
addresses; if a program asks for ttl, 
it gets ttl } period. This is because 
the ST has no MMU in it; it uses a 
68000 processor. 

Okay, let’s go to the 68030 and 
see what we can do. 

The MMU makes it possible to 
totally disconnect “logical” from 
“physical” addresses, making a pro¬ 
gram think it is using an area of 
memory that it simply is not. 

With the MMU, programs can 
be deceived into thinking that they 
own the entire machine, when they 
really don’t. Here’s how it works. 
We split memory up into “parti¬ 
tions” with the MMU. We assign 
program ttl memory from 1 to 1 
million, program tt2 memory 
from 1 million to 2 million, and so 
forth, for 4 partitions. Now, when 
program ttl asks for memory loca¬ 
tion 10, it gets physical location 10, 
because the MMU knows its start¬ 
ing place is 1. If a program in parti¬ 
tion tt2 asks for memory loca¬ 
tion 10, something very different 
happens. The MMU says, “Hmm- 
mm.” (I don’t know why I always 
say that computer chips say “Hm- 
mmm.”) It says, “Partition 2 starts 
at 1 million. So, let’s add 1 million 
to that address CIO, and get 
Cl,000,010. And that’s what pro¬ 
gram C2 gets, rather than CIO. 

Program 2 is utterly unaware 
that it isn’t getting the real location 
10. Furthermore, it doesn’t matter! 
Because every location has been 
“mapped,” or moved, the program 
runs just fine, just in a different 
section of memory than it thinks 
it’s in. 

If program Cl attempts to 
stomp into any other program’s 
partition, the MMU catches it, 
throws a penalty flag, declares a 
bus error, and stops it. 


Now, let’s get really clever. 
Let’s set up a ticker which, out of 
every four seconds, sets the 68030 
to running whatever program is in 
partition 1 for one second, partition 
2 for one second, and so forth, 
round robin. The ticker will inter¬ 
rupt and halt any running task to 
do this inside a partition, and can 
restart it from where it left off. 
This is called “pre-emptive multi¬ 
tasking.” The computer is “sort of” 
doing four things “at once,” and 
the programs don’t have any choice 
of when they get halted or started; 
they get “pre-empted.” 

Now, in real life, multitasking 
operates at a much higher switch¬ 
ing rate, because three seconds be¬ 
tween operations is much too slow 
even for people, who have slow 
CPU’s. A typical switch rate is a 
100 times per second. 

Again, the computer “seems” 
to be running four things at once. 
Now you and I know better; it’s re¬ 
ally switching 1-2-3-4-1-2-3-4 over 
and over. But it’s fast enough that 
unless there are special conditions, 
you’ll never know. Because people 
are so slow, slowing down a compu¬ 
ter can often go unnoticed. Also, 
most of the time, computers are 
idle, waiting on people to do some¬ 
thing, like type into a word proces¬ 
sor, pull up records in a data base, 
move the mouse, or whatever. If 
there’s nothing to do, which is of¬ 
ten, the computer sits there twid¬ 
dling its digits (a horrible pun, ex¬ 
cuse me). If we take that idle time, 
and give it to another task, you’ll 
never notice. 

There’s a slightly more friendly 
form of multitasking. In it, pro¬ 
grams let the computer know when 
they can be “turned off” for a bit. 
In the ST, this typically happens 
while “waiting for an event,” an 
event being a mouse click, key¬ 
board button press, or whatever. 
When the system sees one of those, 
it swaps to the next partition. This 
is called “co-operative multitask¬ 
ing.” Problem is, you have to have 
programs that were written with 
multitasking in mind, or you get 
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weird results; one program can 
take over the whole system by 
never giving the operating system a 
chance to swap them out. (This, in 
fact, is what happened in my multi¬ 
terminal communications package 
on the CDC in college). 

Remember, though, the MMU 
is critical to all this. It’s what allows 
programs to think they own all of 
memory and keeps programs from 
stepping on each other, by accident 
or whatever, and so on. 

If you do multitasking without 
the hardware protection that an 
MMU gives you, you get “lotsa- 
crashes multitasking.” This is yet 
another type, first mass marketed 
on the “Amiga.” Users quickly 
learned which programs did not fol¬ 
low the rules because they would 
get the equivalent of an ST bomb: a 
“Guru Meditation” alert. (What? 
No, honest...I didn’t work for Ami¬ 
ga back then. I didn’t come up with 
that.) Only well-coded, “good” pro¬ 
grams could multitask on the Ami¬ 
ga; “bad” programs, of which own¬ 
ers had to keep lists, killed the sys¬ 
tem. 

Virtual Magic 

Now, we can get really tricky. 
Let’s assume your computer has 
four million real bytes of memory. 
Let’s tell your program, when it 
asks, that the computer has 12 mil¬ 
lion bytes of memory, and write a 
special little program to help things 
along. (Out on disk, we have a 12 
million byte file called “memory 
image.” 

As long as your program stays 
within the four meg boundary, no 
problem. What happens when it 
goes to, let’s say, “logical” (pro¬ 
gram) location seven million? Aha! 
The MMU sees it and invokes our 
program, and serious magic starts 
happening. 

The MMU looks for a place in 
physical memory that hasn’t been 
accessed for a while, say, physical 
location two million. This is called 
a “page,” because usually we swap 
from 512 to 4,096 bytes at a time, 
for wizardly reasons too dull to dis¬ 


cuss here. That page is saved onto 
disk, at location two million in that 
disk file. Then, “logical” location 
seven million is loaded from the 
disk “memory image” into “physi¬ 
cal” location two million, that page 
we just swapped out (visualize this, 
please!), and the MMU is told that 
whenever anyone asks for “logical” 
location seven million, give them 
“physical” location two million in¬ 
stead. 

The program then continues. 
Its access to “logical” location 
seven million worked, as far as it 
knows, because the MMU did its 
work behind the program’s back. 
Thus, you now have 12 megabytes 
of memory for your programs. 

Of course, if the program asks 
for “logical” location two million, 
that’s reloaded off of disk into an¬ 
other “physical” address, the MMU 
table is updated, and off we go. 
Again, there is no relationship be¬ 
tween logical and physical memory 
except for the MMU’s table of who 
goes where. 

Now, sure, going to disk is slow 
compared to going straight to 
memory. But most programs tend 
to not force many page-swaps to 
and from disk once they’re rolling, 
and this works out pretty well. In 
fact, UNIX systems have been us¬ 
ing it for twenty-some years, and 
“Virtual Memory,” as this is called, 
was working way before UNIX 
was! 

With a 68030 in your ST (as 
are available from several places, 
including me) or a TT, you, too, 
can get virtual memory running. 
It’s already been done in special¬ 
ized form; I saw it in Germany a 
few months ago, working with 
Calamus, in a Calamus-only ver¬ 
sion (not from ISD, by the way; by 
a hacker.) 

But, if you want to pull this off 
and become a folk-hero in the TT 
community, just pick up an operat¬ 
ing systems book with VM in it, 
and code the algorithms they give 
you. Motorola will even provide 
most of the guts of a VM system if 
you just ask. 


Switching Magic 

It gets even better. Let’s assume 
you set up three memory parti¬ 
tions. In one, an ST program is 
running. In another, an IBM pro¬ 
gram is running, let’s say, under 
pc-ditto (or a hardware emulator). 
In a third, Spectre is running a 
Mac program. 

The MMU can just about in¬ 
stantly switch between them. Each 
one “thinks” it is running the 
whole machine. Each one “thinks” 
it owns memory. The reality is that 
with a switcher program, you can 
switch via one keypress from one 
partition to the next—instantly 
switching from ST to IBM to Mac 
to ST, about as fast as you can press 
the key. The MMU just swaps 
whichever partition into low 
memory, and the switcher program 
sets up all the hardware registers to 
where they should be, and handles 
things like mouse movements dur¬ 
ing the move ... it’s not that hard. 
The program Revolver already 
does this now, but without MMU’s 
help. Thus, programs mis-written 
can crash the system. Add the 
MMU, and it gets very solid. In 
fact, if done properly, you could 
crash a program in one partition, 
and the rest will keep running. 

There really isn’t a reason why 
we can’t pull something really 
spectacular, and multi-task all three 
at once. Set up a timer to switch 
them on l/60th second intervals, 
and then put all three screens, plus 
a fourth “status” screen, up on the 
ST monitor. You’d be able to see all 
four running at the same time on a 
Moniterm-like display; or, you 
could do an “extended screen” 
(where you push the mouse towards 
the edge of the screen, and the 
screen scrolls that way, showing 
you a bigger screen than the moni¬ 
tor can handle) for users on a small 
monitor. 

Wild stuff, huh? That’s what an 
MMU can give you. 

Gadgets Magic 

In the accelerator board we’ve 
been working on here, the MMU 
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has been getting a fun workout. For 
instance: 

TOS itself, the ST operating 
system, is stored in two EPROMS. 
EPROMS are really pretty slow 
memory, and one access only gives 
you 16 bits, instead of 32 like the 
68030 wants. So, let’s copy the 
EPROMS into system memory, into 
fastRAM, and let the MMU worry 
about telling the system that what’s 
in fastRAM should replace where 
the EPROMS used to be. It takes 
just 256K of fastRAM, which you 
have 8 megabytes of. 

The operating system now 
runs in 32-bit (fast) burst-mode 
(very fast) memory. And all those 
slow things you hated about GEM 
speed up. 

Or, let’s just throw away the 
low 64K of ST memory, which is 
slowed down 50% by “video con¬ 
tention,” and replace it with fast¬ 
RAM. All of the operating system’s 
variables, tables, and whatnots are 
located there. The operating system 
speeds up even more, because it 
doesn’t have to wait to access a 
variable or table anymore; they 
come in 32-bits with no waits. 

It might give you a grin to real¬ 
ize that the operating system is 
now in RAM, not unchangeable 
ROM. If you want, you can change 
anything you want in it by just 
patching it. Got any things you’ve 
always wanted to see in TOS? Want 
the desktop to look a little differ 
ent (evil chuckle )? Hey, it’s there, 
waiting for you to patch it. Instead 
of having to do dreadful kludges to 
intercept the XBIOS traps, for in¬ 
stance, you can patch right in and 
go. “The TOS you want is only a 
POKE away.” Tired of the Malloc 
- un Malloc bug? It’s there to fix. 

Multiple Magic 

Say you get playful, and set up 
two “logical” ST’s inside system 
memory, with two different TOS 
images in RAM, two different 
screens, and so forth, and a timer 
to swap between them fast. 

You could have that second ST 
you always wanted—say, for a per¬ 


manent bulletin board installation- 
while keeping an ST you can use 
anytime handy. If one ST crashes, 
oh, well; the other one keeps run¬ 
ning. (You know, you could also 
run things redundantly to help 
catch errors... Hmmmm.) 

Or you could just as easily 
have two Mac’s in there. Or PC’s. 
Or, heck, even CP/M. (Come to 
think of it, I have a lot of CP/M 
stuff, and at 33 Mhz, the “emula¬ 
tor” is going to scream along.) 

Want to Be a Magician? 

If this sounds cool, and you 
find yourself drooling, all you need 
to do is get the Motorola 68030 
manual (for its MMU specific 
stuff), and the 68851 PMMU 
manual, which tells you more than 
you want to know about life in the 
MMU lane. Better yet, there’s folks 
at Motorola whose job it is to see 


that manuals like this get into the 
hands of people interested in them. 
Call ’em and order them up. If all 
else fails, I’m sure Computer Lit¬ 
eracy in San Jose (call 408-555-1212 
for information on their phone »’s) 
has these books. Computer Lit¬ 
eracy is programmer heaven. (I 
went crazy in there once and 
bought about 50 pounds of books, 
most of which are in my “instant 
use” book cabinet in the office.) 

And y’know, if at WAACE or 
wherever, if just one person pulls 
me over to show me some real 
magic wreaked with an MMU, it’ll 
all have been worth it 

Dave Swaps Out 

Whoops, timer interrupt com¬ 
ing; I’ve got to swap to disk now. 
Time for other virtual writers in 
the magazine to have a turn. So, 
see you next timeslice around! 


Debonair Software 

We do few things. But we do them right. 
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Star Base 

Interested in astronomy? 
This may be a program you 
have been waiting for. More 
than 9000 brightest stars. 
Planets, Sun and Moon. 
Various projections, refer¬ 
ence frames and magnifi¬ 
cations. Sort, select, find, 
identify — and enjoy. 


Programs by 
J.Andrzej Wrotniak 


El Cal 1.3 

How to improve a classic. 
From senior high to Fermi- 
lab, people are using it — 
and coming back with new 
suggestions. And we listen. 
This new version adds sta¬ 
tistical weights and errors, 
operations on data col¬ 
umns, random numbers, 
complex roots — and 
more. 



Both programs run on any ST or Mega, color or monochrome (Star Data requires 1 MByte). 
MoniTerm and TOS 1.6 OK. Prices include one update. 

To order, send a check or money order for $44 (El Cal), $43 (Star Base) or $81 (both) to 
Debonair Software, P.O.Box 521166, SLC, UT 84152-1166 
Outside continental U.S. and Canada add $5 for shipping. Utah residents add sales tax. 


June 1991 


Current Notes 


Page 33 

















































-.ifAe'ffr Confessions of a Dastardly 

Downloader 

By Walter A. Cole 


The Devils Toy 

I sometimes think my modem is an instrument 
of the Devil! I am hooked on bulletin boards and I 
can’t shake the urge to download every likely-looking 
file I find. I now have 40 disks full of arc’d files of 
utilities, applications, games, languages, operating sys¬ 
tems and communicatons programs. God knows how 
many megabytes are encoded there! Let’s see: 40 
times roughly 720 k equals.... 

These have been unarc’d into 39 disks of utilities, 
accessories and applications, 10 disks of games (I’ve 
had to rein in my impulses on games because I’m so 
busy downloading and sorting, I don’t have much 
time to play games), six disks of telecommunications 
stuff and 12 disks of language programs and related 
files. All of this is strictly PD and shareware. I also 
have piles of commercial programs, of course. 

Smoking Your Print Head 

Oh, how I love to print long .doc files! My poor 
Panasonic printer has gone through a veritable moun¬ 
tain of paper and worn out countless ribbons. I’m 
probably pressing the upper limit of the print head, 
which is good for millions of characters. 

Midnight Madness 

Because I’m a decent and considerate chap in 
most ways, this has lead me to work the BBSs in the 
middle of the night in order not to hog the precious 
telephone lines during busy periods. What a thrill to 
download a whopper like Uniterm or Aladdid 

Modem madness is not limited to downloading 
files—they have to be unarc’d, dumped on to the ap¬ 
propriate floppy and run through my favorite cata¬ 
loguer. Then, if the file looks promising, I have to 
print it out and then Hie the hard copy. This leads to a 
hacker’s version of Parkinson’s Law: if you have 
enough arced and unarced files to maintain, you can 
spend all your time doing just that and not have time 
to do anything else. 

Working the BBSs is not limited to downloading 
files. No siree! Reading and leaving messages is just 
as addictive. Just about any subject under the sun is 
fair game (and some of it gets pretty gamey). When 
things have gotten dull. I’ve been known to feed in 
some irritating message, leading to a delightful 
spilling of spleen. A sly note left here or there can 
give rise to an avalanche of responses. How our users 
do rise to the challenge. 


Users to the Rescue 

But more than a place for spirited discussions, the 
BBSs are a place to get sound advice on all manner of 
problems concerning hardware or software. This is 
particularly true of the National Capital Atari Users’ 
Group (NCAUG, Ottawa, Canada). One cannot but be 
impressed by the way users leap to the aid of someone 
in need of help. And the advice is almost always very 
sound. 

We modem manipulators are a hardy and persis¬ 
tent lot, to be sure. Many’s the time we are unable to 
connect to our favorite BBS-nothing but irritating 
“BUSY” or “NO CARRIER” messages on our scintil¬ 
lating screens. Then, we are often asked to reregister 
because the poor Sysop, the sucker who minds the 
BBS store, has inadvertently wiped out the user file. 
Or even more fun, the BBS owner decides to change 
the BBS software and we live through the agonies of 
the Sysops and their little helpers trying to get the 
bugs out. And, boy, do they have bugs! 

Wiped Out 

In the olden days—a couple or three years ago—it 
was not uncommon for the Sysop to wipe out all the 
files; not on purpose, you understand. I had the dubi¬ 
ous honor, and obligation, of using my collection of 
arc’d files to help restore the file sections of more 
than one BBS to some semblance of its former glory. 
I still keep my clutch of arc-filled floppies in the vain 
hope that, once again, I may be called to render yeo¬ 
man service. 

Well, what’s to become of me and my mad pas¬ 
sion? I guess I’ll have to continue to feed my insatia¬ 
ble longing for new and different PD and shareware 
files. I might point out that my deep sense of obliga¬ 
tion has cost me a pretty penny in money orders to 
shareware authors. Many of their offerings are excel¬ 
lent and worthy of our support. 

Patron of Shareware Authors 

So all you CompuServe, Genie and Delphi watch¬ 
ers ... keep watching and posting new stuff on our lo¬ 
cal BBSs. We desperate downloaders have to be fed 
regularly, or we may wilt and fade away to that big 
trashcan in the sky. Happy downloading, everyone! 

(An earlier version of this article appeared previ¬ 
ously in the final issue of the now defunct NCAUG’s 
magazine. Bytown Bytes.) 
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Outline Art 


and a little creativity 
you can create Graphics and 
Illustrations such as the images and 
type effects you see on this page. 
Outline Art provides the designer 
and Artist with a powerful array of 
tools and functions for the creation 


of art, logos, details and special 
typographic effects. 


Outline Art also allows the output 
of PostScript® graphic files via the 
“Convert 2X” utility. Outline Art 
retails for US $289.95. For more 
information please contact your 
Atari dealer or ISD Marketing. 



Outline Art and Calamus are the registered trademarks of DMC/Ditek International, all other Trademarks and Tradenames 
are the properties of their respective holders. The Acura Illustration is courtesy of Rolf Berger of Images Unlimited. 
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2651 John Street, Unit 3 
Markham, Ontario 
Canada L3R 2W5 
Tel: (416) 479-1880 
Fax: (416) 479-1882 
Genie: ISD 

CompuServe: 76004,2246 





PILOT 

The Ins and Outs of 
Keyboard Flying 

By Milton Laughland Jr. 



Flight Sim Addiction 

Seven years ago, at a visit with 
my brother-in-law at his office, he 
demonstrated the Flight Simulator 
II (FSII ) on an IBM monochrome 
monitor. The FSII immediately in¬ 
fected me! Piloting a simulator was, 
wow! a dream come true. Unfortu¬ 
nately, I could find no affordable 
treatment for my sudden addiction; 
but the idea of owning my own 
computer simulator drove me 
crazy! Then a friend prescribed an 
affordable Atari 800XL which I 
bought. My initial therapy began 
with FSII and Microsoft’s F-15. 
After hours of treatment, I was on 
my way to recovery. My mastery 
of flight and air combat increased 
by the day. My addiction was com¬ 
ing under control. 

Then, a set back—the 16-bit 
FSII. Higher resolution, faster 
screen display, better graphics, and 
a Lear Jet! My deeply embedded ad¬ 
diction demanded a costly cure. I 
sold my 800XL and got a prescrip¬ 
tion for a 520 ST. Later, I increased 
the dosage to a 1040 ST. 

You’d think by now I’d be 
cured. Unfortunately, time and 
computer technology refuse to 
stand still. Flight simulator realism 
gets better every year. For now, my 
1040 ST keeps my addiction under 
control Down the line, however, 
I’ll be forced to upgrade to handle 
improved graphics, faster screen 
movements, and greater complex 
combat scenarios. 

This leads me to my current 
addiction, Spectrum Holobyte’s 
Falcon. Mike Heininger referred to 
me in his Current Notes article 


“Stalking the F-19 Stealth Fighter” 
as the guy who keyboard flies the 
Falcon. At the Woodbridge Atari 
Users meetings, Mike observed my 
flight techniques against the com¬ 
puter and other users. He suggested 
that I share with you my Falcon ex¬ 
periences. 

In developing these articles, 
I’ve decided to begin with basic 
flight techniques and then work in¬ 
to the complexity of air and 
ground combat Falcon is not an 
eye-hand coordination game. As 
the pilot of a very complex simula¬ 
tor, you gather data from various 
sources, prioritize that information, 
formulate strategy, and finally 
make critical decisions in a matter 
of seconds. I fear that this complex¬ 
ity has discouraged many would-be 
pilots from really enjoying Falcon. 
My mission is to improve your abil¬ 
ities in piloting Falcon. 

Assumptions 

I assume you’ve read Falcon’s 
instruction book. I don’t intend to 
repeat the basics covered in their 
book. We’ll fly at the rank of Ma¬ 
jor to provide enough difficulty to 
be challenging but forgiving 
enough to allow some winning. 
You’ll learn very little at the First 
Lieutenant level, whereas the Colo¬ 
nel level should be left for only ex¬ 
perienced pilots. 

When I refer to numbers or 
symbols, I’m referring to those on 
the calculator keypad. All other 
numbers or symbols located above 
or below the lettered keys will be 
indicated with a “T” before the 
number or symbol. 


The Falcon mission disks will 
be referred to as MD1 for the first 
Falcon disk (the enhanced version), 
MD2 for “Operation: Counter- 
strike,” and MD3 for the third mis¬ 
sion disk. 

MD1 is the toughest. Turn 
hard and your air speed drops like 
lead. Roll over fully loaded, you’ll 
stall. Nose-to-nose missile attacks 
rarely succeed. Wander over enemy 
territory, ground-to-air missiles at¬ 
tack like hornets. 

MD3, on the other hand, pro¬ 
vides the easiest combat with long- 
range radar guided missiles, on¬ 
board jamming, and more forgiv¬ 
ing flight parameters. 

MD2 strikes a friendly bal¬ 
ance between the two. We’ll begin 
training in MD1 but most of our 
training will be conducted in MD2. 

Keyboard Flying 

Most flight simulators favor 
the joystick or mouse for flight 
control. The Falcon does not. Fly¬ 
ing the Falcon with the keyboard 
provides superior control over the 
joystick or mouse. The calculator 
keypad gives the right hand access 
to 16 keys with 21 functions in in¬ 
tuitive locations providing quick 
and easy access to essential flight 
controls, alternate views, and 
weapon system selections. Your left 
hand controls the trigger and auxil¬ 
iary functions. Once accustomed 
to keyboard flying, you’ll rarely 
need to take your eyes off the 
screen, especially during combat. 

In contrast, the joystick re¬ 
quires one hand on the stick to con¬ 
trol flight direction and the other 


Page 36 


Current Notes 


Vol. 11, No. 5 





























hand to fire the trigger and hold 
the joystick base. To change views, 
weapons, or other functions, you 
must release control of the plane. 

The mouse uses one hand to 
control flight and the trigger while 
all other duties must be handled by 
the other hand. Both joystick and 
mouse control require frequent eye 
movement between screen and key¬ 
board. Not a problem until you’re 
dog fighting two vicious MIGs in 
close quarters. 

Keyboard flying also requires 
less physical effort. Tap the “2” to 
raise the nose. Tap “4” to bank left. 
If you bank too hard, tap the “6” to 
compensate. The keyboard provides 
a more realistic and precise control 
of the Falcon while reducing hand 
fatigue. Try it, you’ll like it! 

Basic Training 

1. We’ll begin in MD1 Milk 
Run at the rank of Major. Load on¬ 
ly air-to-air missiles so you have 
some weight but not too much to 
cause stalling while rolling over. 
Don’t load the auxiliary fuel tank. 
Using the auxiliary fuel tank will 
be discussed at a later date. 

2. Once in the cockpit, pull 
down the menu for “Options” and 
click on “All Sound.” Though the 
Falcon book recommends keeping 
the engine sound off, the sudden 
loss of engine noise will alert you 
of a stall or serious missile hit be¬ 
fore Ms. Falcon alerts you with her 
digitized “warning.” 

3. Press the “W” key to disen¬ 
gage your wheel brakes before 
starting your engine. If you hit the 
afterburners first, you’ll give your 
Falcon a hernia, resulting in a 
mission abort (ESC/Abort 
Mission.) 

4. Press the “Z” key to release 
the automatic leveler which cor¬ 
rects for minor banking. I have 
found this option of little value ex¬ 
cept when attacking ground targets. 
This option tends to make a pilot 
over compensate when turning or 
banking. 

5. Start your engine. 


6. Activate full afterburners 
(“/” & “T”). Don’t worry about fu¬ 
el because you’ll either finish your 
mission or be dead before you use 
up all your fuel. When you reach 
150 knots, raise your nose (“2”) 
slightly. After leaving the ground, 
raise the landing gear (“G”). Turn 
off your afterburners when you 
reach 300 knots (/). Rate of climb 
should be around 10a. 

7. Once airborne, climb to 
about 10,000 ft Practice rolling 
over by holding down the “4” or 
“6” key. Note that the Falcon rolls 
like a real fighter and that after a 
full roll, the nose is pointing down¬ 
ward. When rolling, pull your nose 
up first (tap “2” once) and then roll. 
When you complete your roll, the 
nose should be close to level flight. 
When making manuevers, view 
your Falcon from your spotter 
plane ( “T9” and “T2”) to provide 
a conceptual view of the Falcon’s 
flight characteristics. 

To improve your flying skills, 
pretend you’re a pilot at the All Ser¬ 
vices Air Show at Andrews Air 
Force Base, Maryland. Just south of 
your airfield is Woodbridge, VA 
and to the east is Crystal City with 
its tall commercial buildings (map 
makers are going to be upset at this 
rearrangement) At your leisure, 
begin making dives from be¬ 
tween 10,000 and 20,000 ft. and 
low-level approaches of 1,000 to 
2,000 ft. at either the tall buildings 
of Crystal City or the small build¬ 
ings of Dale City. Don’t worry 
about firing weapons. If you don’t 
learn to control the Falcon, 
weapons will be useless. The alti¬ 
tudes are directly related to combat 
training you’ll receive in later les¬ 
sons. During your dives, practice 
holding your center head-up dis¬ 
play mark on a building. Learn 
when to pull up at the last possible 
moment. Practice makes perfect. 
Practice, practice and more prac¬ 
tice. 

8. Whenever you’re in trouble 
as to the direction of your Falcon, 
such as nose diving or upside down 
(as in “Where Am I?”), hit the “*” 


key. It will level and center your 
flight direction. You know you’re 
an experienced Falcon pilot when 
you no longer use this key. 

9. If you lose sight of your 
MIG, hold down the “A” key to 
turn flight control over to the on¬ 
board computer. The computer will 
bring you to a position behind the 
enemy. Once you have the MIG in 
sight, release the “A” key and take 
control. The computer is not as 
good as a live pilot and you’ll never 
gain flight experience letting the 
computer do the work. You can au¬ 
tomatically follow the MIG visually 
by pressing the “D” key. However, 
it usually results in total disorienta¬ 
tion. 

10. You don’t have to land the 
Falcon to successfully end your 
mission. Just press “ESC” and 
click on “End of Mission.” This al¬ 
lows you to continue your next 
mission while avoiding the dread of 
landing. Falcon’s landing require¬ 
ments are very unforgiving. No 
matter what flight simulator you 
have, if you always crash, you’ll 
give up flying (especially in real 
life!) I can land at the Major level 
but it adds nothing to the excite¬ 
ment of Falcon. 

11. Suddenly, you’re hit by a 
missile or gun fire. Ms. Falcon’s 
voice shouts “warning” and your 
entire right panel glows bright red. 
You have two choices. Press “ESC” 
and click on “End of Mission” 
(avoids death or capture while al¬ 
lowing you to continue to the next 
mission); or press “CTRL/E” and 
bail out. Be sure your plane is level 
and that you have some altitude 
when bailing out. If you’re high 
over enemy territory, avoid being 
captured by trying to glide back to 
friendly territory before pulling the 
ejection seat lever. 

Next month, we’ll get into air- 
to-air cannon and missile combat 
techniques to improve your 
prowess against the MIGS in MD1. 
Also, I’ll provide some hot tips on 
spotting MIGS before your radar 
picks them up. 
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Captive 

7otty ofi Sci-7i Role Rlaylny 

Review by Alfred C. Giovetti 


Have you ever dreamed of be¬ 
ing trapped in a computer role 
playing game and unable to get out 
Perhaps Captive is the game that 
you had in mind. Captive has 
65,536 levels for the adventure 
gamer to complete before the game 
is finished. At this rate, you can 
plan to be this game’s captive for 
quite a long time. Software Tool¬ 
works estimates a playing time of 
40 years which is somewhat longer 
than the average playing time of 
40 hours for adventure games of 
this type. 

Captive is not just another 
Dungeon Master clone. This heads- 
up real-time role playing game is 
set in space with a futuristic feel, 
but none of the documentation 
gives us a date when the action oc¬ 
curs. There is magic in this game, 
a magic that makes great games, 
the magic that makes best selling 
games. Anthony Crowther and 
RATT have outdone themselves in 
producing a technically excellent 
game that is fun to play and com¬ 
plex and involved enough to keep 
the most ambitious game player 
busy for years and years. 

The Plot 

Yoa are convicted of a murder 
you did not commit by an overbur¬ 
dened and oversensitive judiciary 
and sentenced to 400 years of cryo¬ 
genic sleep. You wake up 250 years 
into your sentence, and find a bat¬ 
tle raging outside of your prison 
cell. You awoke because the battle 
has managed to damage the com¬ 
puter that controls the cryogen sta¬ 
sis field. You still live because the 
life support computer remains un¬ 
damaged. You realize that it is only 
a matter of time before the life sup¬ 
port fails. You must escape from 
your cell. 


You find a model ABCC 
500XL/GT briefcase computer 
stored in a corner of your cell. 
Your plan of escape is simple: you 
will use this computer to commu¬ 
nicate with someone on the outside 
who will help you escape. The com¬ 
puter has no instructions. Eventual¬ 
ly you are able to run the computer 
and locate a team of four droids 
who will answer your computer¬ 
ized commands. Perhaps if you fly 
the ‘Swan’ mothership and droids 
to the green dot flashing in the 
center of the computer holochart, 
you may be able to rescue yourself. 

Robot Development 

Similar to Dungeon Master, 
Captive is a role-playing game with 
its roots in character development 
The four robots have individual val¬ 
ues for the attributes and skills of 
experience, dexterity, vitality, wis¬ 
dom, health, robotics, brawling, 
swords and handguns. The scores 
for these attributes and skills in¬ 
crease as you explore the maze, kill 
your opponents, and find treasures 
of gold and equipment 

Damage in combat to the Cap¬ 
tive robots is in the form of dam¬ 
aged circuits and components in¬ 
stead of cuts and bruises. Body 
parts are interchangeable and are 
damaged individually in combat 
Each body part can be repaired, re¬ 
placed, exchanged and upgraded at 
the appropriate Tesco’s hypermar¬ 
ket. 

The Interface 

Captive is controlled by simul¬ 
taneously active keyboard hot keys 
and mouse interface. The mouse is 
essential to the game and controls 
most funtions. Like Dungeon Mas¬ 
ter; the numeric keypad can be 
used to control the movement 



through the mazes, while the right 
hand is left free to control various 
other functions from the heads-up 
display and the icon matrix. 

The right hand portion of the 
screen has a 5x5 icon matrix com¬ 
posed of the four compass direc¬ 
tions, turn right, turn left, up and 
down, the eight hands of the four 
characters, the power and damage 
level bars, disk drive access, char¬ 
acter attributes, sleep and pause or 
hold button. Experimentation in 
the effects of these icons is neces¬ 
sary to effectively use the interface, 
since instructions do not come with 
the game. 

Along the top of the screen 
are five screen icons that become 
active when devices are purchased 
and plugged into the brain sockets 
of the four droids. Accessories like 
filters, optics to modify visual cir¬ 
cuits and display, radar, auto map¬ 
pers (optic t*3) and motion detec¬ 
tors can be purchased at the mar¬ 
kets. 

Combat 

Captive combat is accom¬ 
plished by multiple right mouse 
button clicks on the two front robot 
hand icons. As you progress in the 
game you will acquire hand 
weapons, edged weapons and hand 
guns to further improve your fight¬ 
ing skills. You must be level 9 in 
brawling before you can train in 
swords, and you must be level 9 in 
swords before you can train in 
handguns. 

You can use doors and ladders 
to kill and maim your Captive op¬ 
ponents. Lure the monsters into the 
doorway or under the ladder and 
close the door or jump down on 
top of the monsters to bash them 
into the next galaxy. The battle will 
yield treasure of cash, weapons, 


Page 38 


Current Notes 


Vol. 11, No. 5 



cameras, ammunition, optics, dy¬ 
namite, microchips or spare parts. 
Cabinets on the wall hold more 
treasure and hidden switches. The 
electrical wall sockets can be used 
to recharge your chest batteries and 
to provide a powerful beam 
weapon. Click on the wall socket 
and click on your chest to recharge 
with the electrified hand. Use the 
beam weapon by pointing and 
clicking with the electrified hand. 
Be careful not to touch items with 
your charged mouse hand, or they 
will disintegrate. 

Getting Started 

Captive is very difficult to get 
started. When the game begins you 
have control over the droids, a 
space ship (named the Swan) and a 
lander drifting in the middle of 
space. The up and down ladders 
from the icon matrix control the 
relative size of the planets in the 
8x8 galactic matrix. First you need 
to put the droids’ chips in their 
sockets in the upper right hand cor¬ 
ner of the paper doll display. You 
will need to give each droid a name 
to make it operational. 

Point to the blinking green dot 
and click on it with the right 
mouse button. Zoom the planet to 
the highest magnification using the 
down ladder icon until you can see 
a small diamond shape on the sur¬ 
face of the planet Now click the 
mouse crosshairs on the diamond 
shape on the surface of the planet 
Click on the orbit icon from the 
icon matrix. When the message 
“you are in orbit” is displayed, 
click on the lander icon to land on 
the safe diamond-shaped land 
mass. 

On the planet surface, walk to¬ 
ward the large green and yellow 
door with four blue buttons. Pick 
up the message icon from the 
ground to the right of the door and 
follow the instructions for opening 
the door. Enter the complex, pick 
up the dynamite and the next mes¬ 
sage icon. You will not be allowed 
to leave until you blow up the gen¬ 
erators. Push the wall in the rear of 


the vault with the ball shaped 
wheels along the bottom to reveal 
the rest of the maze by clicking the 
right mouse icon on die “walk for¬ 
ward” icon in the icon matrix. 

You are now in your first Cap¬ 
tive maze. Fight all the monsters 
you find. Take their gold and put it 
in the hand of one of the robots in 
the back row. Put the stronger 
robots in the front for fighting. If 
you go straight you’ll run into a 
market with **3 optics. Buy one. In¬ 
stall the optics on any robot’s brain. 
Use the smooth shaped robots with 
the better optics as the leader and 
the display will be clearer. The t*3 
optic is a mapper that permits au- 
tomaping of your surroundings. 

The small man wearing a lab¬ 
oratory coat in a small room with a 
computer has a clipboard treasure. 
Use the access code from the clip¬ 
board to get the probe out of the 
computer. Place the dynamite in 
the top circle of one of the genera¬ 
tors (The large pulsing triangular 
shaped colorful devices with the 
round circles on top and the elec¬ 
tricity sparking around them.). As 
soon as you place the dynamite in 
one of the generators, run for the 
exit by the most direct route and 
click die right mouse button on the 
door from which you came in. Use 
the combination on the blue but¬ 
tons to open the door. Return to the 
lander and blast off Once in the 
Swan mother ship, pick up the 
probe and place it in the center of 
the galactic display (holomap) and 
the probe will fly to the planet 
which is your next objective. 

Graphics and Sound 

The graphics are colorful, 
well-drawn 16-bit graphics of walls, 
devices, monsters and characters. 
At least 32 colors can be seen in 
the enhanced mode of the 1040 
STE. As in Dungeon Master; items 
fly through the air and monsters 
are animated for full effect. 

A musical score and digitized 
sound effects provide very realistic 
background and atmosphere for the 
game were programmed by Super 


CC on the Sound Tracker. Mon¬ 
sters grunt when they are hit, 
swords clang and characters scream 
when they run into walls. STE 
computers will provide surround 
stereo sound when hooked up to 
your stereo or played through the 
stereo speakers or headphones. 

Drawbacks 

The screen for displaing the 
automapping function is too small 
to be useful. Maps found through¬ 
out the game give a better view of 
the floors being mapped, but you 
still need a lot of graph paper. 
There is no autocombat. Inventory 
is limited by the number of availa¬ 
ble slots per character so that a to¬ 
tal of 24 items can be carried in¬ 
cluding gold stores. The multitude 
of items and their uses can be very 
obscure and impossible to figure 
out without help. The vast size of 
the game is discouraging. Who 
wants to spend 20 years playing a 
game? 

Advantages 

Intelligent object management 
allows you to return to pick up 
dropped items within the maze. 
There are ten save games which 
should be more than enough. Once 
you get the hang of the game, you 
can avoid the pointless dying se¬ 
quences. The game is highly addic¬ 
tive and enjoyable. Due to the large 
size and the varied challenges, Cap¬ 
tive keeps your interest after many 
hours of game play. 

Conclusions 

Buy this one, give Captive a 
chance to grow on you and you 
may become the Captive. The 
game is good and has all the magic 
of a really great game. A quality 
product in graphics, sound, design 
and game play. Captive is an excep¬ 
tional feat of programming. 
Captive, $49.95, Mindscape Interna¬ 
tional and Software Toolworks, 60 
Leveroni Court, Novato, Califor¬ 
nia 94949, (415)883-3000. 
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New 7 Toadfik 44 


Toadfik 44 Plus Features 

Gise Fits Under your Monitor 
New, Redesigned Attractive Case 
Detachable Standard Power Cable 
AC Power Out Pat Saves Outlet 
Lit, Front Mounted Power-Switch 
SCSI Out Port, Standard 
Easy to Add Internal SCSI Drive 
(SCSI Port Installed) 

20ms Access Time 600K/second 
Two Year Warranty On System 
All Software Included 
DMA In/Out Ports Standard 
Cool, Cool, Cooling Fan 
All Cables Induded 
Comes With One Cartridge 
Shoebox Case Available Also 

Odtyi^DetiveredB 


Toadfik 9/ Pbis Features 

New SyQuest SQ5110 8&8 MB 
Everything the ToadfBe44PlusHas 
(Only Better) 

32K Intelligent Seek Buffer 
MIBF 60,000 Hours 
Compatible With Toadfile 44, and 
other SQ555 Based Hard Drives 

Only §W9Detivered! 
Toadfik Features 

Two SyQuest SQ555 Mechanisms 
in same case, for easy backup 
Same features of 7badjile4iFfus 
Great for the Power User 
Shoebox Case Available Also 

Only $12#) Delivered! 


Toadfik 44 EtfmCartrictges 

$89 Ea., $75 Ea. Qty. 3 or More 
TF Mac 1 - CN Spedre library $139 
TF ST 1-Part of CN ST lib. $139 
TF Mac 2,3 & 4 - Spectre PD $129 

Toadfik 91 Carts: $149 

Message From Dave 

The Toadfik 44 Phis and foe new 
Toadfik 91 Hus are foe latest in our 
series of removable cartridge ST hard 
drives. We were foe first to bring you foe 
44MB drive, and now we’re foe first to 
bring you foe new 88MB drive. Not only 
that, our dual 88 Plus gives you foe 
performance of two 44MB drives for foe 
price of what one used to be! Give us a 
call TOADAY and ask us “what’s cool?’ 


Is Your ST Doing Elvis Impressions? 

Ifyour ST is doing an incredibly lifelike job at playing dead, maybe it’s time you senlilto 
^ us so we can smack it around a Me. With over five years experience with ST repair, 

we’re the perfect place to fix your ailing computer. Even if your ST has a drug problem, 
we’re ready to ‘Tove it Tended’ back to perfect health Here are some things we 
r v ^ ) spedali 2 ein: 


(C) 1991 Toed Computers (Privately Owned) 


* umvpmmomrymimiatm (SinacmgAround a Little) * . 

Kidney Failure (Dead Glue) \ 

/ ^. / VarimA^mas(BadMMlJ) \ A 

OcdpikiVrenpy (BadKeyboard) \ 

I Diabetes (Bad Power Supply) _ 

I Spinal Injuty (Bad SaIderingjdb) ' ” 

Other Physical Mental and Spiritual Deficiencies (Ikmiehtis) 

And Don't Forget Our Motto, “Ifwe card,fix it,wecarft'fix HT 

We ask that you not send in any repairs without calling us first, but by all means do call 
us. We’re mote than happy to do a quality job at a reasonable price! Most repairs are 
under $50! And there’s no charge if we don’t fix it - just return shipping! Call TOADAY! 

Toad Computers 

^ . UTkn^l 556 Baltimore AnnapoUsBW. 

AATARI ^ Sevema Park, Maryland 21146 describing ^ problem, in detail 

SERVICE CENTER (800)448-8623(301)544-6943 Thank you and stay “ecologically sound? 







tod*- 


Atari 1040STe 1MB RAM $399 

Atari 1040STe 2MB RAM $549 

Atari 1040STe 4MB RAM $639 

Atari 520STfm 512K RAM $299 

Atari Mega ISTe No HD $999 

Atari Mega 1 STe 50MB HD $1199 

Atari Mega 2 STe 50MB HD $1299 

Atari Mega 4 STe 50MB HD $1449 

Atari TT030 2-50 $2299 

Atari TT030 4-50 $2699 

Atari TT0308B0 $3299 

Atari SC1435 Color Monitor $339 
Atari PTC1426TT Monitor $479 

Acer Multisync TT Monitor $419 

Magnavox 1CM135 Color Monitor $319 
Atari SM124 Monochrome Monitor $159 
Atari SLM605 NEW Laser Printer $1099 
Atari SF314 DS/DD Disk Drive $149 

Get a 1 Year extended warranty onyour Atari 
Computerforonfy $49.95extra!AB upgraded 
tmpute^ccmwidiaJMwcmanty-soniethir^you 
uoMr’tgetiippadmgityouisdf. 


Toad 30MB 28ms Hard Drive $449 __ 

Toad 50MB 28ms Haiti Drive $499 8BC«_ 

Toad 85MB 28ms Hard Drive $559 VaJnB> 

Toad 85MB 24ms Hard Drive $599 

Toad 100MB 25ms Hard Drive $849 
Toad 204MB 15ms Hard Drive $1199 
Toad 408MB 15ms Hard Drive $2099 
Toad 613MB 15ms Hard Drive $1999 
Tadpole 21 Mega Internal Drive $399 
Tadpole 42 Mega Internal Drive $459 
Tadpole 100 Mega Internal Drive $649 
ICD Advantage Plus Host Adapter $99 
ICD Advantage Host Adapter $89 
ICD Advantage Micro Internal Host $89 

STe 1 

SfcHo Hand Disk 
W Only $9991 


Timeworks Word Writer ST $49 

Timeworks Datamanager ST $49 

Softlogik PageStream $109 

Versasoft DBMan V 5.2 $150 

Gribnif Neodesk 3 $49 

ISD Calamus $l6l 

BD Calamus Outline $159 

ISD Calamus Font Editor $65 

ISD Calamus DTP Guide $31 

SLM804 Toner Special! $49 

Golden Image Scanner & Touch Up $309 
Golden Image Mouse $45 

Golden Image Optical Mouse $69 

New Idea Beetle Mouse $41 

HPDeskjetlnk Cartridges $18 

HP DeskJet Ink Refills $14 

Supra2400 External Modem $99 

ICD AdSpeed ST 16MHz Board $239 

AtariMegafile 30 Hard Drive $379 

Talon Supercharger $419 

AT Speed 80286 AT Emulator (16MHz) Call 
AT Once 80286 AT Emulator $349 

Spectre GCR $239 


Always the ladies’ man, Toad has become an even 
bigger hit with the greenbabes around town with his 
heretofore untapped poetic skill. He’s got Word Writer ST - 
a simple but powerful word processing program. It’s 
inexpensive, which we all know is a plus when you’ve got 
to have cash to spend on the women. His latest work, 
“Your Egg Mass Is a Shiny Beacon,” has worked wonders 
on his latest catch. So it’s no coincidence that Toad is 
smiling this month; it’s because Toad chose Word Writer, 
and that has made all the difference. Only $49! 







In April, we sent out sixteen 
thousand postcards. The response 
was terrific! If you want to be on the 
list to receive our next catalog 
(which will include eight bits, STs, 
TTs, and more) please be sure to call 
us! If you got a postcard, you’ll 
probably get a catalog - but if the 
code on your card ends with a 
number less than 8806, you may not! 
Be sure to call to be certain! 




If you’re wondering how we do our 
ads, we use PageStream from 
SoftLogik. When combined with 
Imagen’s Ultrascript, it gives 
professional, high quality output. 
You can import Encapsulated 
PostScript graphics from the Mac or 
IBM platforms and get great outline 
graphic results! Even printing to a 
Linotronic is easy! Only $109, and 
Only $249 with Ultrascript! 


The response to our recent campaign 
to resell used eight bit equipment 
has been impressive, ana we’ve 
moved a lot of stuff. If you’ve got 
some eight bit stuff you’d like to sell, 
send us a list of what you have, and 
let us know whether you’re looking 
for cash or credit in exchange for it. 
We’ll get back to you with what we 
can do for you! It’s that easy! Call for 
our catalog! 




We were able to snag a few of Atari’s 
original, high quality laser printers at 
a really great price, and we’re 
passing the deal along to you! Now, 
Atari’s widely used (but these are 
new!) SLM804 Laser Printer is 
available for only $849! Order yours 
TOADAY so you can start printing 
high quality pages tomorrow! 
Supplies are limited so order now! 
Order PageStream, too, only $109! 


Toad Computers 

556 Baltimore Annapolis Blvd. 
Sevema Park, Maryland 21146 

(800) 448-8623 (301) 544-6943 


Call (301) 544-6943 for long staff that fen’t 
going to make ns any money. Call (301) 
544-1329 to FAX an order. Prices listed 
reflect a 4% discount for cash, money order, 
or personal check. MD residents please add 
5% sales tax. Thanks again, Toad customers, 
for all the growth we’ve hail 
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Desktop Calculators 

The Good, the Bad, and the Ugly 

...and THuaCc i*c TOeat 'l/Otyttua 


Sometimes I feel ridiculous re¬ 
alizing I can remember the days 
when a four-function pocket calcu¬ 
lator could set you back for as 
much as $500. Seems like just yes¬ 
terday... 

Walk into a department store. 
You will find a shelf with a dozen 
or more different calculator mod¬ 
els, ranging from $5 to $100 or 
more, and a decent “scientific” cal¬ 
culator with all the basic math 
functions (like cosine, logarithm 
etc.) can be bought for a mere $15. 

When was the last time you 
did a long division by hand? Are 
you sure you still know how to do 
it? And what about logarithm ta¬ 
bles? Well, you just keep a calcula¬ 
tor handy on your desk--just reach 
out and punch the numbers. 

If you use a computer with the 
desktop metaphor (and of course 
you do, otherwise you would not be 
reading this magazine), the chances 
are you have at least one calculator 
program, possibly as a desktop ac¬ 


cessory. Once you call it from the 
Desk menu, it pops up on the 
screen, buttons and all, looking 
very much like the real thing. 

Well, it looks like people love 
writing calculator programs. Some¬ 
times I suspect that everybody ca¬ 
pable of writing one has already 
done it. Whenever a new calculator 
accessory shows up, I am almost 
certain someone has just reached 
the critical level of programming 
skills. 

Here comes a valid question: 
do we really need calculator pro¬ 
grams? If you can buy a decent 
multi-function calculator for $15, 
you can just keep it at your compu¬ 
ter desk—and you do not need to 
use a desktop accessory slot (as a 
matter of fact, you do not need to 
boot your computer at all). 

Personally, I am not sure 
whether the calculator metaphor 
(with just a single number being 
displayed) is the most convenient 
one to use. The original calculator 


user interface was limited by the 
keyboard and display capabilities, 
and emulating these limitations on 
a computer screen (capable of 
much more) is not the most ambi¬ 
tious solution (with possible famili¬ 
arity being the sole argument in its 
favor). For example, if you make 
an error half-way through a se¬ 
quence of operations, the obvious 
(and safest) thing to do is to re-en¬ 
ter everything from scratch, and if 
you suspect an error in one of the 
previous entries, there is no way to 
check it. 

On the other hand, desktop cal¬ 
culator accessories are nice things 
to play with, they never get lost un¬ 
der piles of papers; it is also quite 
difficult to step on them (or to spill 
coffee, beer or worse). Most impor¬ 
tant, some of them may also have 
unique features, difficult to find in 
“regular” (i.e. hardware) calcula¬ 
tors. Last but not least, many of the 
calculator accessories are freeware, 
so why not have a look? The only 
problem is choosing the one that 
best fits your needs. 

During a recent cleanup of my 
archives, I discovered quite a few 
desktop calculators. All of them are 
free (some are shareware, so send¬ 
ing a contribution to the author 
may be a good idea), and most 
should be available in the Current 
Notes library. 

The Simplest of the Bunch 

The desktop calculators avail¬ 
able for free range from very sim¬ 
ple to quite sophisticated. 

The cute BeanCalc, for exam¬ 
ple, does just the basic four opera¬ 
tions. The arithmetic error han¬ 
dling is nonexistent (just a zero 
will be usually displayed), but this 
can be forgiven in so simple a pro- 


Desk File View Options 



The moment of truth: get them on screen, move around, check the window redraw 
algorithms. All calculators mentioned in this article (with one exception) do the windows 
right. Not bad. 


Page 42 


Current Notes 


Vol. 11, No. 5 










































































BeanCalc: cute and 
veiy simple (not to say 
primitive), but comes 
with the program code 
in C—an invitation to 
play and learn. 



gram. On the other hand (courtesy 
of the author, whose name I do not 
know), it comes with the source 
code in C. If you program in this 
language, then you may find the 
original BeanCalc a good base for 
experiments and improvements. 

Another very basic offer is 
Calc2 (again, author unknown), 
whose main advantage seems to be 
small size (less than 13k). If you 
need just the four basic operations 


M IMII "Calc 2 . mill 

I B. 332731 ICE I [CLRI 

CO C3H CO CO 
co CO CO CO 
CO CO CO CO 
CO CO CO CO 


Calc2: just the 
basics, but 
works just fine. 


and six digits of accuracy, you may 
find it useful. Otherwise—not much 
to write about 

BiCal2 is almost as simple, but 
it also has a hexadecimal mode. It 
is, however, still too plain to be con¬ 
sidered useful. Its display accuracy 
is limited to just two digits after the 
decimal point (truncated, not 
rounded, which makes things even 
worse.) It also has some windowing 
bugs, e.g. not redrawing itself prop- 



BiCalc2: converts 
numbers to hex, 
but suffers from 
bugs. Let it go. 


erly after receiving an update re¬ 
quest. Worst of all, its handling of 
large numbers (either integer or 
real) is quite erratic. Forget it 

Finally, the Programmer’s 
Calculator (from GTI in Germany) 
offers the basic four operations plus 
the essential integer functions (like 
AND, OR, XOR and NOT) in deci- 


• PROGRAMMER'S CALCULATOR! 1 
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Programmer’s Calculator from Germany, 
plain but works OK, although bitwise 
operations may be too limited for some 

mal, hexadecimal, octal and binary 
modes. These functions are, how¬ 
ever, implemented on a rudimen¬ 
tary level—too simple to be useful 
in real-life programming applica¬ 
tions, where one would need some 
degree of control over the word 
length (byte, word, long) and the 
leading bit (signed or not). If you 
need a handy hex/octal/binary cal¬ 
culator, read on, you will find one. 

MIS9—\n Old Classic 

TI59 from Texas Instruments 
was one of the most successful ad¬ 
vanced programmable calculators 
of all time. Its programmability 
blurred the line between calculators 
and computers, and you could do 
quite a lot with it. 



M59: a faithful clone of the Texas 
Instruments’ workhourse. Unfortunately, 
even those who are willing to live with 
the cryptic key sequences, may be 
disappointed by bugs and crashes. 


MI59, written by Murray 
Levine, (the version I have is 1.0 
from 1988, and I am not aware of 
any updates) is an ambitious (and 
almost successful) attempt to re¬ 
create the old faithful TI59 on the 
screen of your Atari ST. 

This, unfortunately, includes 
all the TI59’s limitations and the 
need to memorize lots of detail (for 
example, to load a program saved 
to disk, press the [Inv], [2nd] and 
[R/S] keys, what could be more 
simple?). That is why I have to con¬ 
sider the MI59 an attempt to show 
that yes, a TI59 can be emulated on 
a computer screen, thank you. 
Those of us who have used the 
TI59 a lot (and still remember how 
it works) may like its on-screen ver¬ 
sion, but the others will not want to 
bother. Do I really need the TI- 
style programmability? A five-line 
BASIC program is easier to enter, 
execute and modify than the corre¬ 
sponding sequence of 40 or so TI59 
steps (displayed, when you edit it, as 
series or key row/column combina¬ 
tions). 

In other words, MI59 is, in¬ 
deed, an exercise in ST/GEM pro¬ 
gramming, an effort made-at least 
as I see it—in not the most useful 
direction. The program is compe¬ 
tently written, can be run both as a 
desktop accessory and an applica¬ 
tion (monochrome only), but its 
usefulness as a desktop calculator is 
quite limited. Times have changed 
since TI59. 

The situation is additionally 
complicated by bugs in the Mi’s 
numeric operations. For example, 
trigonometric functions for argu¬ 
ments below one degree return 
zero, and some operations (like ex¬ 
ponent or a sine of a large number) 
just crash the program with the 
longest row of bombs I have ever 
seen. Even if you are an old-time 
TI afficionado, MI59 may disap¬ 
point you. 

ProCalc—t he Reviewer’s Choice 

ProCalc (CN library 1*559) is 
the newest addition in my collec¬ 
tion, a 1991 shareware from John 
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ProCalc: well—designed, well—imple¬ 
mented, well-behaved. The author of Pic- 
Switch makes a comeback just to show us 
that some things can be done right. This 
picture shows die “scientific" keyboard. 

K. Brochu (his PicSwitch was one 
of the most popular and useful pro¬ 
grams on the ST). The only real 
criticism I can offer here is the cal¬ 
culator metaphor (with the single 
numerical display)--but this is a 
matter of taste and a conscious de¬ 
sign choice (not implementation 
flaw). 

ProCalc can be used either as a 
desktop accessory or (by renaming 
the file to .PRG) as a stand-alone 
application, and it runs in high or 
medium resolution. It can be used 
as a “regular” calculator with float¬ 
ing-point numbers and an exten¬ 
sive set of math functions (expo¬ 
nent, logarithm, trigonometric, hy¬ 
perbolic) or as a “programmer’s 
calculator,” performing the conver¬ 
sions and basic operations on inte¬ 
gers expressed in decimal, hex, oc¬ 
tal or binary formats. 

The last aspect is why I am 
switching to ProCalc when I need 
to play with bits in various number 
representations. The program gives 
you full control of the word length 
(8, 16 or 32 bits) and the meaning 
of the leading bit (sign or digit). 
Proper truncations are performed 
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Clicking a proper button from the top row 
brings ProCalc into the “programming" 
mode. You may not be able to find this 
feature in a drugstore calculator. 


automatically and the operator list 
is quite complete (including, for ex¬ 
ample, rotation in both directions). 

As an extra, Mr. Brochu added 
the time calculation mode, where 
you can add values in minutes and 
seconds—this comes in handy 
sometimes! 

Button descriptions change de¬ 
pending on the current mode (sci¬ 
entific or integer), and you can also 
display the keyboard equivalents of 
the screen buttons, which makes 
gradual switching to the keyboard 




ProCalc also has a nice on-line help, 
though you may find the tiny font not very 
readable. 


much easier. The program has 11 
memories and most of the opera¬ 
tions are quite intuitive. Well, there 
is even a brief (but fully adequate) 
on-line help in its own scrolling 
window! The help is not available 
when the accessory is activated 
from memory-greedy programs 
(heap allocation fails), but this is a 
minor complaint. (On the other 
hand, I believe this can be easily 
fixed, as the missing memory 
amount seems to be small and 
could be allocated upon bootup in 
the future versions.) 

ProCalc is thoughtfully de¬ 
signed, cleanly implemented, has 
the right look and feel, and works 
(at least as far as I was able to 
check) as documented. Looks like 
Mr. Brochu got tired watching the 
efforts of other calculator program¬ 
mers and decided to show them 
how things should be done. Well, 
looks like he scored another ten 
again! 

Other High-End, No-Cost Offer¬ 
ings 

The Taschenrechner (a.k.a. Sci¬ 
entific Calculator) by MWeller 
from Germany is even a more am¬ 
bitious effort than ProCalc. It will 
be up to you, the user, however, to 
judge how successful this effort 
was. On one hand, Taschenrechner 
has a somewhat wider function set, 
including base 2 log and antilog, 
pseudorandom generator and some 
physical constants (bit operations 
on hex, octal and binary numbers 
are also included). On the other, I 
find ProCalc more logically de¬ 
signed and easier to use. 

I was unable to find any Eng¬ 
lish documentation for the Taschen¬ 
rechner, but with some patience 
you should be able to figure out 
how most of its features work (a 
hint: functions described below but¬ 
tons are activated by clicking on 
[EXT] first, and mode switching is 
done by clicking on [MODE] and a 
digit). Because my preference for 
ProCalc may be a matter of taste, 
you risk nothing getting a copy of 
the German program and trying it 
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The Taschenrechner 
from Germany has 
lots of functions, but 
seems somewhat 
difficult to use. 
Anybody found 
English docs? 


out. I wouldn’t be surprised if you 
like it 

Another high-end offer is the 
77V P-Calc, also known as Take 
Note Calculator 1.2 (CN Library 
0555) from Take Note Software in 
San Francisco (publishers of Take 
Note, “an ear/sight training pro¬ 
gram for musicians.”) The choice 
of functions in TN P-Calc is quite 
similar to that of ProCalc, with 
one visible extension: a window 
with a tape-like history of past op¬ 
erations (with a possibility of a 
printer echo). 

In spite of this extra feature I 
find that, again, ProCalc is a sig¬ 
nificantly more useful tool. First, it 
has a more logical button layout 
and better ergonomics (this, I ad¬ 
mit, may be a subjective impres¬ 
sion). Second, the functions built 
into ProCalc are more thoughtfully 
designed: for example, the neces¬ 
sity to switch from the scientific to 
bit operation mode allows the 
avoidance of some confusing dis¬ 
plays (like showing the binary rep¬ 
resentation of the integer part of 
the square root you have just com¬ 
puted). Third, TN P-Calc has some 
painful omissions, like the absence 
of the angular degree mode (going 
through the [RAD] button every 
time you want to compute a trig 
function or through [DEG] every 
time you perform the inverse op¬ 
eration can become quite irritating 
after a while). 

Last but not least, the program¬ 
mers of TN P-Calc did not show 
enough imagination in predicting 
possible results of erroneous arith¬ 
metic operations. In the first five 
minutes of using the program I 


was able to crash it twice (I have to 
admit, reluctantly, my skills in this 
area): first computing a tangent of 
an odd multiple of half pi, and then 
computing an exponent of too 
large a number. This can be pretty 
costly if you are in your word proc¬ 
essor, a couple of hours from the 
last save operation! All personal 
preferences aside, this was enough 
to lose confidence in the program. 

The Bottom Line 

Frankly speaking, I was sadly 
surprised by how many of the pro¬ 
grams compared here I was able to 
crash (or cause other, less critical, 
misbehaviors) within just the first 
five minutes of use. Freeware or 
not, one would expect a better per¬ 
formance. 

The programs listed can be di¬ 
vided into two groups. The simplest 
ones are quite limited and do not 
offer anything beyond the capabili¬ 
ties of credit-card sized hardware 
calculators you can buy for $5 or 
less (I got one as a freebie with a 
carton of cigarettes, really!). Tape 
one to the top of your keyboard 


and you do not need to waste an ac¬ 
cessory slot. 

The more advanced calculator 
accessories may offer some fea¬ 
tures not easily found in “real” cal¬ 
culators. Unfortunately, out of the 
four I tried, two ( MI59 and TN P- 
Calc ) suffer from implementation 
bugs. From the remaining two, the 
German Taschenrechner may have 
a somewhat wider set of functions, 
but our ol’ American ProCalc 
(Geez! I just wrote “our,” looks like 
I’m about to grow roots in this 
strange and wonderful country!) 
seems to be more user-friendly and 
better designed. Just in case, check 
both. 

Programs I am not Writing About 

When I presented our Pub¬ 
lisher with the outline of this arti¬ 
cle, Job asked: “Why aren’t you 
mentioning your El-Cal and its 
simplified versions?” 

Well, I said, first of all, I would 
feel quite uneasy comparing my 
own programs with others. It is dif¬ 
ficult to stay objective, even if you 
try. 

Second, we are talking about 
free (at most, shareware) programs 
here, and El—Cal is a commercial 
program: some of the people who 
use it, really bought it, and one day 
the dealer from California who 
wrote us a bad check may even 
think it over and send us a good 
one. 

Third, all the calculators I am 
comparing are desktop accesso¬ 
ries (although some also can be run 
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The Take Note Calculator has many functions and a tape display, but suffers from some 
design flaws. It is also quite easy to crash—a major disadvantage in a desktop accessory. 
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from the desktop). El—Cal is a 
huge, stand-alone program and 
does not fit in this category. 

And fourth, these programs 
are designed to do different tasks 
than El—Cal. They are supposed to 
be calculators, and that’s what they 
are, some good and some bad, but 
calculators, no more and no less. 
El—Cal is intended to do lots of 
other stuff, and whoever wants to 
know what it does, may find it out 
from the ads we buy from Current 
Notes. 

“Okay,” said Joe, “but you may 
still want to explain that to our 
readers since they will wonder why 
your programs were not included.” 
“Okay,” I said, “will do, but I hope 
I will not be accused of free adver¬ 
tising.” “Don’t worry,” said Joe. 

Tired at the Keyboard? See West 
Virginia! 

As you may remember, I al¬ 
ways wanted to be a food and enter¬ 
tainment critic: this is just my kind 
of job. No luck, nobody wanted me 


as a food reviewer, and that’s how I 
ended up writing about computers. 
Having a column in Current Notes, 
I enjoy, however, the privilege of 
being able to depart sometimes 
from computer matters and write 
on other subjects. 

This time it will be a plug for 
the beautiful West Virginia, just 
three hours of driving from Wash¬ 
ington, DC (remember, if you 
drive through Virginia, the police 
there have funny ideas about your 
rights to receive radio broadcasts of 
your choice, and may not like your 
radar detector!). 

1 have done my share of hik¬ 
ing. The Carpathians, Caucasus, 
Tien Shan, the Rockies. The top of 
Mt.Fuji. But West Virginia is spe¬ 
cial. Wonderful winding roads, lots 
of camping space, small forgotten 
towns, simple, outgoing and 
friendly people. If you do not hike, 
just drive around—or take the Cass 
Scenic Railway. 

My warmest recommendations 
go to two places. The first one is 


the Highlander restaurant at the 
19th century Hermitage Motor Inn 
in Petersburg (at the only traffic 
light in town, down Rte. 220). They 
are the best restaurant in the radius 
of 40 miles not just by the virtue 
of being the only one. Above all, be 
sure to try the buckwheat pancakes 
for breakfast! 

The second place is the Coun¬ 
try Store Opry at Pansy (six miles 
more to the South), where at 7:30 
on Saturdays, for $1.50 (this is NOT 
a typo!) you can treat yourself to 
three hours of simple and true 
country music played by local mu¬ 
sicians for the local public. After 
ten minutes you will recognize you 
are participating in something very 
unique and real. Remember I’ve 
sent you there. 

Programming As a State of Mind 

No, I haven’t given up. The 
next installment of the program¬ 
ming cycle will appear next month. 
I just decided to have a small break 
(or to give you one). 


ion 


<fOreg< 
Research 
Associates 


Proudly Presents a major new version of the Ultimate Hard Disk Backup and Restore program... 

Diamond Back II 

Simply the FASTest, most FLEXIBLE, and most RELIABLE Backup and Restore^ 

program for the Atari ST! Diamond Back II provides a TRUE file backup at image backup speeds, an 
intelligent image backup that only backs up sectors that actually contain data, and complete backup 
and restore support for SPECTRE partitions. 

V Absolutely the FASTEST for the Atari ST! So FAST you never get bored! 

? EASY to use 100% GEM user interface with online help for all functions! 

? Point and click on specific paths and files to backup using the GEM file selector 

V Backup/Restore ANY number of partitions, paths, or specific files in a single pass 

V Makes 100% normal TOS files V FAST and Flexible Full and Partial restore 

? Wild card masks to include or exclude any number of specfic files or entire paths 
¥ Incremental Backups by Date/Time or Archive bit(TOS 1.4+) V TT Compatible 
▼ Load/Save custom backup configurations ▼ File Compression and Encryption 
? Backup to floppies or other partitions ? Automatic drive switching 

? Create CRC validation logs from Hard disk or Floppy files ▼ Many Disk Utilities same low price: $44.95 

o i-, . « . , r . Contact your local dealer for more information 

•super Extra (Special r eaturesi Current Diamond Back II owners may upgrade 

? OnrCTDF to Version 2.20 including a new manual by 

▼ Backup and restore di L X X\JD partitions, including ACK and 3.0 OOP !!!!!!! sending your original disk and $7.50 to: 

▼ Full support for partitions larger than 16M and High Density 1.44M+ floppies!!! Oregon Research Associates 

V Intelligent image backup system that can restore images to Different size partitions! 16200 S.W. Pacific Hwy., Suite 162 

▼ Blazing fast Hard disk to Hard disk backups! ▼ Bonus Utility programs INCLUDED! Tigard, OR 97224 
, „ . Phone:(503)620-4919 

Always remember to buy Diamonds, the others are just CARBON 1 FAX: (503) 639-6182 
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Advanced Destroyer Simulator 

U/hen "Tanki (fo to Sea 

by Mike Heininger (c) 1991 


Sherman M4’s Nautical Twin 

Fans of Loriciel’s World War 
II tank simulation, Sherman M4, 
will be happy to learn its nautical 
twin. Advanced Destroyer Simula¬ 
tor, is now on the WW II high seas 
tweaking Nazis and Fascists from 
Norway to the Mediterranean. 

With zero advance heraldry, 
one lonesome copy of ADS sud¬ 
denly appeared on L&Y’s games 
wall in April. At first glance, the 
dark, sinister package looked like it 
said AIDS. At second glance—the 
packaging is still mysterious— ADS 
is by Futura, (c) 1990, with Groupe 
Loriciel, in very small type, on the 
back cover. And that is all you are 
going to find out about the compa¬ 
ny in this game—no authors, no ad¬ 
dress, no telephone number. 

Reminds you of another par¬ 
lor game with that famous line: 
“Go fish!” Too bad if you have a 
problem with the copyprotected 
disk. Too bad if you have a techni¬ 
cal question. Sure, you can always 
go back and hassle die dealer, but it 
would be much better if you could 
reach the company. 

Excellent Game 

Fortunately, the game is much 
better than it first looks. In fact, 
ADS is a masterpiece of how to 
make a fun game. Instead of get¬ 
ting bogged down with tons of de¬ 
tails and instructions, ADS has a 
compact 48-page manual that is 
mostly a summary of 18 scenarios. 

In your 35-knot, 3200-ton, 
1939-model British destroyer of the 
category HMS Onslaught, type 
DD231, you face mostly German 
cruisers and destroyers plus a few 
Stukas and submarines as you try 
to protect Allied shipping and re¬ 
duce Axis tonnage. 


You have two forward turrets, 
each with two 120mm guns (4.7- 
inch) plus another twin-gun turret 
at the stern. On each side are 
mounted two torpedo launchers, 
each with four torpedos. The gun 
turrets rotate 270 degrees, the tor¬ 
pedo launchers 90 degrees. 

There are no depth charges. 
After tracking a sub on sonar, you 
wait till it surfaces to blast it with 
shells or torpedos. The rare Stuka 
attacks are fended off by keen 
manuevering and elevated guns— 
yes, the 4.7 main destroyer arma¬ 
ment really served a dual purpose. 

Classic Surface Ship Engagements 

All this leads to classic surface 
ship engagements of each opponent 
trying to bring maximum firepow¬ 
er through broadsides-guns and 
torpedos. Naturally, torpedos are far 
more lethal than the rather small 
guns. One or two well-placed torpe¬ 
dos equal 10 to 20 shell hits. Even 
pouncing on helpless tankers and 
freighters can be an all-day affair 
unless torpedos are used. 

Handling the destroyer could 
not be more pleasant. Here’s a typi¬ 
cal scenario. After getting a mis¬ 
sion briefing complete with map, 
your ship starts from harbor. Press 
the [t] key to half speed until enter¬ 
ing the open sea when you press the 
[t] key again for full speed. Watch 
that depth gauge! It is possible to 
run aground when you least expect 
it, thus ignominiously ending the 
mission. 

Pressing [F6] for map, and 
[F7] to zoom in, plot your heading 
to intercept the enemy. When you 
reach open sea, press [F8] to speed 
up progress. The program automati¬ 
cally returns to normal speed when 
a ship or coast is near. 



Press [FI] to return to your 
wide angle view from the bridge. 
Glance at the radar on your left to 
check for ship blips. Press [F2] for 
your binocular view (twice the 
power). Press the numerical keypad 
[4] to swing left, [6] to swing right; 
these same controls later will help 
aim your turrets and torpedo 
launchers. 

Cunning Gun Sighting 

Now the cunning part. Press 
[F3] to see your gun turret 1. Press 
the numerical pad [8] to raise the 
gun for maximum elevation. This 
will save time when you first close 
with the enemy. Press [2] to do the 
same with your second gun turret 
in front Press [3] to repeat for your 
third gun turret on the stern. 

Press [F4] to see the view 
from your port (left) torpedo 
launcher. Press [2] to switch to the 
starboard (right) torpedo view. No¬ 
tice how the gun and torpedo views 
give you 360-degree coverage of 
your ship. Get in the habit of doing 
much of even your routine surveil¬ 
lance through your gun and torpe¬ 
do sights. 

Surveillance via weapons may 
not be tactful in peacetime, but in 
wartime, hey—every second counts! 
Just don’t get excited and press the 
spacebar to fire until you confirm 
that it is an enemy in your sights. 

18 Missions 

Advanced Destroyer Simula¬ 
tor offers five specific missions and 
one general search and destroy mis¬ 
sion in each of three key WW II 
naval theaters: the Mediterranean 
Sea, English Channel, and North 
Sea. 

In the North Sea, emphasis is 
on coastal intrigue in the extremely 
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RADAR INDICATORS DEPTH-GAUGE DAMAGE-INDICATOR 



FUEL-GAUGE SPEED-INDICATOR TRANSMITTER COMPASS 


challenging narrow waters of the 
Norwegian fjords. For example, 
better have your Pampers on when 
you sight a German cruiser block¬ 
ing that last narrow opening--a 
grim reward for so much time and 
effort weaving through some obs¬ 
cure fjord on a reckless mission for 
any surface ship. By golly you 


warned the admiralty 
about this and you’ll 
be darned if— boom 
and bloop, you’re 
done before your fit 
is. 

Difficulty levels 
can be adjusted by 
toggling on or off 
spotting the enemy 
on the map, realistic 
torpedo loading time, 
realistic cannon load¬ 
ing time, limited fu¬ 
el, and limited muni¬ 
tions. Whatever realism you 
choose, the result is a leisurely key¬ 
board game with 30-knot action in 
bright sunny weather, your destroy¬ 
er gently moving up and down in 
the open sea swells. 

Who couldn’t enjoy such jolly 
good warfare, even if there are no 
spectacular visual explosions? This 


is the Little Destroyer That Could, 
or the Tank That Went To Sea, a 
roving shoot ’em up tempered by a 
few historical constraints. 

Launched on the far side of the 
Atlantic with copy protection. Ad¬ 
vanced Destroyer Simulator is its 
own most elusive target-hard to 
find and impossible to copy (i.e., 
only for buyer protection, 
not piracy!). But most of all, ADS 
is fun. So, as damage control rush¬ 
es to patch another direct hit on 
your wallet, it’s Damn the torpor 
(and torpedos), full speed ahead! 

[Available from Futura (Groupe 
Loriciel, no address on box, disk, 
program, or manual). L£Y and 
presumably other dealers offer at 
discount price around $40; retail 
probably about $50. Auto loads in 
low resolution. Plays by keyboard. 
Copy-protected] 


Universal NETwork now shipping! 
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Universal Item Selector III 

Now upgrading to Version 3.3 
Send $10 with your original disk to A&D Software 
for the newest version. 

Now with Keyboard equivalents for 99% of the 

UIS functions. Now you can Move, Copy, Rename, 
Delete, and choose drives all from the keyboard 
plus more. Now it is easier than ever to use UIS, 
whether you use the mouse or use the keyboard. 


Create Folders 
Format Floppy 
Set Paths 


Copy/Move 
Select Drives 
Lock/Unlock 


Rename files 
Print/Show 
Show RAM 


Now show pics and arc files 
with new DC Show-er link 


$24.95 




Share hard drives, printers, and communicate easily between 
computers with the new Universal NETwork. Powerful, Easy to 
use, Flexible, Compatible and multi-tasking. Works with LANtech, 
SGSnet or our own MIDInet hardware. Same software usable by all 
devices, intermixed or not. 



The Final Answer to your Network 

Universal NETwork software is extremely compatible and 
includes LANtech, SGSnet and MIDInet drivers. Compatible 
with all ST TOS versions. Universal NETwork can multi-task 
between network nodes, while you carry on foreground 
tasks at the same time. Use one or more hard drives in the 
network. Use a remote printer. MIDInet devices from A&D 
use standard 4-wire modular phone plugs and wire. 


problems! 

$89.95 

per node 
(min. 2 req.) 

MIDInet Devices 

$30 per node 
(min. 2 req.) 


Application and Design Software 

280 Peach Street, Merlin, OR 97532 

Support (503) 476-0071 Orders (800) 800-2563 
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Heat Wave 

■0 Soatinj Simulation "That Quit Alii365 





Review by Joe Sapienza 


Taming the Waters 

Have you ever wondered what 
it would be like to race the big 
boats you see on Sunday afternoon 
sports shows. Heat Wave, an off¬ 
shore superboat racing simulator/ 
strategy program offers various su¬ 
perboats and a variety of courses 
to choose from. The object is to 
gain the highest average of points 
per race. If you do, you will get the 
crown title of US-1—the National 
High Point Champion. 

Testing Comes First 

Heat Wave comes on two disks 
that can be loaded onto a hard 
drive. As disk “A” loads, a very 
simple ditty plays to the opening 
screen. Included with the program 
is a three wheel copy protection 
key. Per the instruction manual, “if 
Poseidon and other gods of the sea 
are appeased, the Heat Wave Agen¬ 
da will appear.” At the moment, 
the sea gods are not rumbling, so 
we can move on. 

The Agenda 

The menu screen, or the 
“Agenda,” offers you a myriad of 
options. These include various 
graphics modes, the boating course 
that you will be racing, extra boat 
parts and gasoline, qualification 
time trials, driver’s meeting infor¬ 
mation, and the Winner’s Circle. 

Say “Toy Boat” 10 Times Fast! 

There are two types of boats 
to choose from, Deep-Vs and Cata¬ 
marans. Both have various pros 
and cons to them, depending on 
water and weather conditions. The 
27-page manual gives you a basic 
idea of boat differences that will, 
along with the information gleaned 


from the Driver’s Meeting, help 
you in making a good choice for 
your ordeal to come. 

A Course Is a Course of Course 

Six pre-set racing courses are 
available. Four of these are off 
shore races in Miami, one is in the 
San Francisco Bay, and the last on 
the Mississippi River. The program 
also offers you a limited custom 
course design option. The race 
course, as seen from above, is dis¬ 
played as you glance through the 
seven selections, which helps you 
get a picture of “where the buoys 
are” that define your course. 

Registration Required 

You start the program as a 
rookie driver. You will be prompted 
to enter your name, and a name for 
your boat Once this is done, you 
must pass the Qualification Time 
Trials. 

You are advised to use the 
agenda selection Practice Mode un¬ 
til you feel comfortable before get¬ 
ting into an actual race. Boat rac¬ 
ing, Heat Wave style, takes some 
getting used to. But the practice 
will help you develop a winning 
strategy to get that US-1 rating! 

Let’s Get Busy! 

Once you have made your pre¬ 
racing decisions, it’s time to make 
waves! Your view of the waters is 
shown in the upper left portion of 
your color monitor. The rest of the 
screen is filled with the Control 
Panel. This instrumentation will be 
vital to completing your chosen 
course. Besides a clock and a com¬ 
pass, there are gauges for speed, 
RPMs, and temperature. A trim ad¬ 
justment and a bilge-pump switch 


are also located here, along with the 
Function Key indicators, F-l thru 
F-6. 

A Navigation screen gives 
course, boat, and buoy information 
to help complete your race. A Time 
Sheet tells you how you’re doing in 
the race, along with any penalties 
received. There is also a Damage 
indicator. The Overview, or helicop¬ 
ter mode and the ability to “con¬ 
trol” the helicopter—up, down, left, 
right—is very helpful to getting 
your bearings, during the race. 

Race Results 

The graphics in the game are 
fair at best. It was more enjoyable 
for me to try to race my boat from 
the helicopter mode, as it was more 
visually stimulating. The game is 
obviously a port from the IBM plat¬ 
form, and we’ve all been spoiled by 
the graphics possible on the ST. 
Sound is also lame, with nothing 
digitized and nothing more than 
the ditty and the sound of the mo¬ 
tor. The game play gave me no 
thrills, but I’m not a boating enthu¬ 
siast. However, I declared that I 
wasn’t a flight sim enthusiast, and 
F-29 Retaliator hooked me and 
had me going for quite some time. 

The race result? If superboat 
racing is your splash, try this out 
before you buy. If not, you might 
be better suited to leave this one 
standing, knee deep in the water. 

[Heat Wave, $34.95. Accolade, 550 
S. Winchester Blvd. Suite 200. San 
Jose, CA 95128; (408)296-8400] 
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This is Spectre GCR 


GCR Runs Mac Software on 
the Atari ST and TT/030. 
GCR Reads Mac Disks. 
GCR Also Speaks AppleTalk. 

Mac vs. GCR/ST Screen Size 



M Mac+/SE 
Screen Size 

^ GCR/ST 
Screen Size 


GCR has a 30% larger screen 
than a Mac Plus or Mac SE. 


GCR is at least 20% faster 
than a Mac Plus. 



Mac ms. 


gcr/tt/030 


Mac+ 


Mac 


Gadgets 

by Small, Inc. 



Suggested Retail: $299.95 

(Mac 128K ROMs not included) 


40 W. Littleton Blvd.; #210-211 • Littleton, Colorado 80120 • (303) 791-6098 • Fax: 1-303-791-0253 

* Requires Atari Mega ST and MegaTalk. 

Mac Plus, Mac SE, Mac, AppleTalk are trademarks of Apple • Atari ST, TT are trademarks of Atari • Spectre GCR, MegaTalk are trademarks of Gadgets by Small 























Abbreviator ST 

Review by Sam Van Wyck 


“Work Smarter, Not Harder!” 

In any business, it’s money in the bank when 
everyone learns to apply this simple rule. On the 
other hand, all the hustle in the world won’t put a pay- 
check on the table unless it is productive hustle. Thus, 
for the majority of computer owners who use their 
Ataris for personal gain as well as entertainment, any¬ 
thing that enhances productivity at a reasonable cost is 
worthy of consideration. 

Such a product is Abbreviator ST by Kyle Cordes. 
Abbreviator permits the operator to record almost 500 
characters and keystrokes and then have them replay 
onscreen literally at the touch of a button (or two). 
Think of it as a macro creator. 

A macro represents a way to save repetitious work; 
specifically, repetitious keystrokes. Type it once, proof 
it well, since any error here will be forever repeated, 
save, and it is done. The next time one needs to repeat 
the series, it is necessary only to recall the macro defi¬ 
nition and not the entire text that it represents. For 
this reviewer, it was necessary to pass beyond three 
word processors to WordPerfect before true macros be¬ 
came available. 

Taking a Look at the Program 

First, all you people who are saying to yourselves 
about now, “Well, I’m using a wordprocessor that has 
macros so I think I’ll just skip over to see what Toad 
has to say this month,” just wait a bit There may be 
one or two other ways you can use the Abbreviator. 

Let’s assume that in the course of writing for Cur¬ 
rent Notes, several phrases or strings of data tend to 
be repeated. Each of these is assigned an abbreviation 
consisting of one to eight letters. Whenever one of 
these combinations is typed while Abbreviator is on, 
the complete phrase will appear in its place. A sample 
dialog might go as follows: 

The parent company of this magazine is cn. The 
publisher is jw who, as you see, resides at the same ad¬ 
dress. The name and address of my esteemed editor is 
fs. Whenever I need a mailing label for the publisher, I 
simply type men. 

Now, with Abbreviator switched on, typing the 
same paragraph produces the following: 

The parent company of this magazine is Current 
Notes Inc., 122 N. Johnson Road, Sterling, VA 22170. 
The publisher is Joe Waters, 122 N. Johnson Road, 
Sterling VA 22170, who, as you see, resides at the 


same address. The name and address of my esteemed 
editor is Frank Sommers, 4624 Langdrum Lane, Chevy 
Chase, MD 20815. Whenever I need a mailing label for 
the publisher, I simply type 

Current Notes Magazine 
122 North Johnson Road 
Sterling VA 22170. 

Since up to 480 characters, spaces and cursor 
moves (more about that later) are available and may be 
part of the data represented by the abbreviation, such 
things as copyright notices, warning labels or other ad¬ 
visories may be conveniently stored for future play¬ 
back. For instance, an author might wish to place the 
following at the end of a document simply by typing 
the four letters shown in the Abbreviator edit box: 
PIRACY IS ILLEGAL. IT MAY RESULT IN 
PERMANENT DAMAGE TO YOUR IN¬ 
COME, REPUTATION AND SELF ESTEEM! 

How About Search and Replace? 

Although this review isn’t intended as a word¬ 
processing tutorial, it should be noted that an alterna¬ 
tive method of using abbreviations does exist. For in¬ 
stance, in writing a history of air pollution in the 
Southwestern United States, it would certainly be nec¬ 
essary to mention the city of Los Angeles more than 
once! To save steps, one might simply type “la” and 
later do an S & R to convert each occurrence to the 
complete name. 

Obviously, while Abbreviator will function well 
inside any wordprocessor permitting access to the 
desk accessory bar, its greatest utility is enjoyed when¬ 
ever such functions as the macro or search and replace 
are not available. Certainly it would save a great deal 
of time while online to a bulletin board where time, of 
course, equates to money. Similarly, a programmer 
needing to repeat a string of characters might well 
take advantage of both the speed and accuracy afford¬ 
ed by this utility. 

However, It Does Pay to Think Ahead 

Naturally, if our hypothetical author is suffi¬ 
ciently versatile to be able to write on many different 
subjects, she would have to be careful what letter com¬ 
binations were chosen as abbreviations. Consider the 
choice of “la” to represent “Los Angeles.” No real 

(Continued on p. 53) 
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I consider myself to be a fairly unsophisticated 
computer user, even though I’ve owned my 520 ST for 
almost 4 years. After I purchased the ST, I didn’t delve 
into telecommunications for almost a year. I had read 
about the free software and shareware available on 
bulletin boards but it took me awhile to take the 
plunge. I purchased ST-Talk and an Avatex 1200- 
baud modem (before I knew what a baud was and be¬ 
fore I knew that there were advantages to having a 
modem with a higher baud rate). To make a long story 
short, I joined the Armudic ST bulletin board and 
downloaded lots of stuff—much of it pretty useless but 
with enough gems interspersed to make the effort 
worthwhile. After a short time, however, I had ex¬ 
hausted Armudic and local ST bulletin boards. (Yes, I 
know I should have uploaded stuff, but I didn’t have 
anything to upload.) I then started to dial up out-of- 
State bulletin boards. My wife’s reaction to the large 
phone bill convinced me to curtail this activity (and 
also convinced me of the virtues of a 2400-baud mo¬ 
dem). 

I then purchased PC-Ditto for no other reason 
than to run WordPerfect so that I could do some of¬ 
fice work at home. I found that PC-Ditto was fine for 
text-based programs but was essentially useless for 
games. One night, unexpectedly, I had an idea (at my 
age, ideas, good ideas, seem to come at increasingly 
longer intervals). I thought, if I can run MS-DOS soft¬ 
ware, why can’t I download MS-DOS software from 
an IBM-type bulletin board? After all, I reasoned, my 
ST can read and write to MS-DOS disks. So next 
morning, I dialed up a local IBM bulletin board 
(there’s a lot of them out there, folks, and most of 
them are free) using my ST-Talk and my Avatex, and 
registered as an IBM owner (a white? lie). I did this 
without using PC-Ditto. After a couple of days, I was 
registered on the bulletin board and given access to its 
files. I downloaded several programs (including an 
MS-DOS archive/de-archive program) using X-mo- 
dem protocol. The file-transfer speed appeared to be 
the same as that experienced downloading a file on an 
ST bulletin board. I downloaded the files, which were 
archived, onto a TOS-formatted disk without using 
PC-Ditto with no problems. I then de-archived the 
file with an ST de-archive program on a TOS-format- 
ted disk. I copied the de-archived Hie onto an MS- 
DOS formatted disk. Lo and behold, the program ran 
using PC-Ditto. Subsequently, I found that I also 


could download the files directly onto an MS-DOS for¬ 
matted disk using PC-Ditto. I could then de-archive 
the file using an MS-DOS de-archiver. (Unless my 
memory fails me, I think I found that I could also 
dearchive a file on an MS-DOS formatted disk using 
an ST dearchiver without using PC-Ditto, but I would¬ 
n’t swear to it) A file can also be de-archived on an 
MS-DOS formatted disk using PC-Ditto, but this 
would be a very slow process. 

MS-DOS game programs that won’t work on my 
ST because of the slowness of the graphics run fine 
on an IBM at my office (Boss, I swear I did it on my 
lunch hour only once as a test and I’ll never do it 
again). 

I now use a RAM disk when downloading to less¬ 
en the wear and tear on my disk drive. I find that I 
can de-archive files in my RAM disk directly to an 
MS-DOS or TOS-formatted disk. 

To many readers, this information is not news, but 
there probably are a lot of "non-experts” out there to 
whom this information is news. There is a wealth of 
MS-DOS bulletin boards in the Washington, D.C. area 
and across the country. They can provide an almost 
limitless source of MS-DOS soft-ware. Perhaps some 
readers who use this procedure to acquire MS-DOS 
soft-ware can drop me a note in the Armudic mail 
box and tell me of their experiences. 


Abbreviator ST 

(Continued from p. 52.) 

problem exists until the need arises to write about mu¬ 
sic. Then we might find the sentence, “The musical 
scale is represented by the syllables Do-Re-Mi-Fa-So- 
Los Angeles-Ti and Do!” Oops! Fortunately, the func¬ 
tion may be switched on and off easily and a really ef¬ 
ficient writer would already have abbreviated that scale 
as “sc.” It does help to choose letter groups that won’t 
appear later in the text. Abbreviator anticipates this by 
allowing you to save separate files of abbreviations, 
one for environmental text and another for music. 

In addition to the various letters, numbers and 
symbols, a number of additional functions may be in¬ 
cluded in the abbreviated text The four cursor move¬ 
ments, TAB, Return and Escape are supported. 

A capture function places any block of 200 
characters into the editor. Once unwanted text is delet¬ 
ed, a simple key combination will then recall the re¬ 
mainder. 

Abbreviator ST is the product of Kyle Cordes 
who also wrote the manual. Eleven pages long and spi¬ 
ral bound, it provides about 95% of the information 
needed to get the program up and working. The bal¬ 
ance is easily discovered by the usual trial and error. 
Copies are available from the author for $19.95 at 3815 
Greengrass Dr., Florissant MO 63033. 
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Being a test pilot is one of the world’s most excit¬ 
ing and dangerous occupations, but flying a real air¬ 
craft can’t be much more difficult than piloting any 
of the 18 designs represented in Chuck Yeager’s Ad¬ 
vanced Flight Trainer 2.0 (AFT). 

AFT’s release did not generate the excitement of 
stunners like Falcon, F-19 Stealth Fightei; and Their 
Finest Hour. After trying AFT at L&Y, I soon found 
why: the AFT controls respond as if they’re in a dif¬ 
ferent time zone. 

The result is planes you’d like an enemy to train 
in—kamikazes by default. Even trying AFT was an¬ 
noying—the program demands you first make a copy 
disk before anything will work. Good for saving the 
original disk, bad for impressing try-before-you-buy 
customers. 

Later, I thought more about the whole idea of a 
flight trainer, particularly one endorsed by the retired 
Air Force brigadier general who first broke the sound 
barrier and whose name is synonymous with flight 
testing. With such a pedigree, the program had to be 
worthwhile. 

To be fair, AFT is more like Flight Simulator II 
than it is to combat flight simulations. Because AFT 
tries to teach more about actual flying, it is not nearly 
as forgiving as, for example, the crashproof lieutenant 
option in Falcon. 

So, I bought AFT and tried it again. I kept crash¬ 
ing. I tried it again. I crashed some more. What is it? I 
fumed—me or it? Am I missing something? Surely 
General Chuck Yeager, the man epitomizing The 
Right Stuff, would not allow his name to grace The 
Wrong Stuff. 

Alas, unless you have control sensitivity hitherto 
unknown in the Atari world, AFT looks most like 
APT—Advanced Parachute Trainer. How many ways 
are there to crash an aircraft? Buy AFT and you’ll 
soon find out. 

Even more than Flight Simulator II, AFT de¬ 
mands exquisite attention to controls placement 
You’ll often be flying more by watching your control 
icons than by responding to other cues. 

From Sopwith to Space Shuttle 

Nevertheless, a program can’t be all bad that lets 
us thrill to the varying characteristics of 18 different 
aircraft. So what if none of them are described in the 
rather austere 73-page manual. Instead, after you load 


the program, a one-screen description appears as each 
aircraft is selected. 

The aircraft are mostly classics: Sopwith Camel, 
Cessna 172, Piper Cherokee, F-117, F-16, F-18, P-51 
Mustang, Space Shuttle (landing only), Spad SXIII, 
Spitfire V, SR-71, X-l, X-3, X-15, and X-29. Complet¬ 
ing the inventory are three canard jet fighter vanities: 
the XNL-16 Instigator, XPG-12 Samurai, and XRH-4 
MadDog—fun for the authors, but less valuable than 
many real aircraft that could have been substituted. 

Start High or Die 

One of AFT’s best features is the locations part of 
its missions menu. In AFT’s world of 65,000 square 
kilometers (about 160 square miles), you can begin 
your flight at any of the following: runway (main air¬ 
port, ready for takeoff); hangar (of main airport); fi¬ 
nal (190 feet altitude, ready for final approach to land 
at main airport); lined up (1,010 feet altitude, lined up 
to land); 10,000 (10,000 feet altitude, the best place to 
practice with a new aircraft or new manuever); obsta¬ 
cles (190 feet altitude, heading toward several miles of 
obstacle courses with gates and shapes); slalom (190 
feet altitude, heading into killer slalom course); canyon 
(640 feet altitude, heading into gut-wrenching canyon); 
bridge (190 feet altitude just before a bridge); and air¬ 
strip (isolated airstrip with no hangars or towers). 

The obstacles, slalom, and canyon demand excru¬ 
ciating airpersonship. The final and lined-up locations 
provide the best landing practice of any program I 
know. But to have the best chance of surviving long 
enough to get the feel of a new aircraft, the 10,000- 
foot altitude option is the obvious first choice. 

Main menu options are ? (to set configuration in¬ 
cluding sound, time, stars, map detail, and wingmen 
[on or off]), views, missions, flight training, and re¬ 
play. After each crash, you’ll want to enter replay and 
select chase plane to see how pitiful your gyrations 
looked to horrified spectators. 

Views is fairly standard, offering pilot, chase 
plane, lead camera, shadow, target, tower, and satellite. 
You’ll spend most time in missions, which offers 
demo flight, airplanes, locations, formations, races, 
and flight training. Replay lets you see exactly how 
you crashed. Use chase plane perspective to see just 
how grim it was. 

In formations, you pilot the P-51 in basic, sports¬ 
man, intermediate, advanced, unlimited, and Chuck 
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Yeager (i.e., chasing around with him in another air¬ 
craft), the F-16 in Thunderbirds, and the F-18 in Blue 
Angels. At the end of this menu, the curious «1 
through tt5 selections allow you to record formation 
flights of your own. I did a formation of four F-117 
Stealth fighters looping around the airfield. Get really 
weird and have four X-3s or X-15s in formation! The 
custom formations option has limited memory, so se¬ 
lect a plane and do something fancy but be brief, save 
your flight, then add your own formation and select 
an out-of-plane view to savor your creation. 

Races options are 1948 (P-51), 1988 (F-16), fast 
course (X-29), slalom course (XPG-12), obstacle 
course (P-51), and clear checked race (meaning, erase 
your own previous flights to establish new competi¬ 
tion; basically, each race you complete can be saved, 
and then next time you race against your own previ¬ 
ous best). Remember to turn on wingmen from the ? 
menu or you’ll be flying alone. 

Training Uber Alles 

All these menus are glitter compared to AFT’s 
gold: progressive flight training. AFT wants you to go 
through the flight training option item by item instead 
of leaping into spectacular attractions. 

True, learning various AFT manuevers ranging 
from basic turns to the Cuban 8 is not as much fun as 
chasing bogies in Falcon’s corresponding combat 
manuever menu. But the fundamental goal of AFT re¬ 
mains the six-day flight course culminating in oppor¬ 
tunities to race around pylons at low level, dodge 
through a canyon, fly under a bridge (shades of Flight 
Simulator II), or dart about in tight formation either 
with Yeager or the Thunderbirds. 

AFT even includes an audio tape by Yeager, who 
talks about flying in general, then tells you to open the 
manual and leads you through the flight training. 
Skeptical at first, I found Yeager’s companionship sur¬ 
prisingly fun and effective in helping me through the 
slow responses of AFT controls. 

With or without the audio tape, the flight training 
course is the best thing about AFT This is the only 
flight simulator I’ve seen that shows the control stick 
positions on screen as the instructor uses them, and al¬ 
lows the student to try to follow these movements us¬ 
ing controls marked by smaller symbols. 

To take over from the instructor during a maneu¬ 
ver, just strike the [i] key (how logical). Unfortunately, 
it is difficult to match the fast and smooth instructor 
moves. Joystick and keyboard combinations are possi¬ 
ble, but keyboard only is easiest in spite of keys some¬ 
times having to be mashed to register. 

Whatever method you use, control is the Achilles’ 
heel of AFT because the response lag with details on 
is like trying to fly Falcon via 1200 baud modem. 
Control precision can be improved by using shift or 
control keys, but such complications are not much fun. 


For additional disorientation, view rotation often 
seems to run amok no matter how you try to slow or 
stop it. 

Most items within each day’s flight training seem 
to take about 10 minutes each; expect to take several 
hours to get through all the flight training. Most peo¬ 
ple probably will want to mix it up, doing some flight 
training and then skipping ahead to streak into the 
canyon and dash themselves to pieces. 

AFT allows some absurdities beyond the weird 
formation possibilities mentioned earlier. The X re¬ 
search planes included here all were air-launched, but 
in AFT you can try taking off in an X-l, X-3, or 
X-15. You don’t have much fuel, so you will go even 
less farther than from the customary air-launch. 

When I took off in an X-l, the nine minutes of fu¬ 
el sufficed to propel me to 4,085 mph and 340,220 
feet altitude, an enormously exaggerated performance 
worthy of an X-15. So much for AFT realism. 

But... it was fun attaining 4,209 mph in the ensu¬ 
ing plummet before recovering at 50,000 feet. And I 
even landed successfully—which some cynics might 
consider the most unrealistic thing of all. 

The Space Shuttle has no fuel since it simulates 
only the landing phase of its mission; start it from the 
runway only if you like sitting a lot At another ex¬ 
treme, light the F-16 afterburner and try flying under 
the bridge or through the canyon. If you can fly any¬ 
thing faster than the Sopwith Camel through the can¬ 
yon, color yourself awesome, dude. 

Since each aircraft supposedly emulates character¬ 
istics of its real-life counterpart, was it my imagina¬ 
tion or does that rotary engine on the Sopwith Camel 
actually require extra rudder to overcome the torque 
and fly straight? 

In the tape, Yeager says he and AFT designers 
didn’t want to overload this program with a lot of but¬ 
tons and nonsense. Emphasizing "Experience is the 
most important quality a pilot can have,” he adds, “If 
you love what you’re doing, you’ll get good at it” 

Sure, fine, uh-huh, but... many people who have 
been flying other simulators don’t want to have to re¬ 
learn basic maneuvers no matter what the justifica¬ 
tion. Enter the software testing philosophy of game 
guru James Sawicki. 

The Sawicki Test 

As Jim seats himself before an L&Y computer to 
test the week’s latest games, he rarely cracks a manu¬ 
al. If he can’t intuitively have a good time and see the 
game’s potential, he doesn’t buy it A harsh test, per¬ 
haps, but not totally unreasonable. Jim’s opinion of 
AFT ? No sale. 

AFT has some nice touches, e.g., the colors are 
bright, most airplanes look pretty good, view rotations 
are interesting but dizzying, pressing the C key catch¬ 
es up in formation flight when you lag the group 
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manuevers, and sooner or later you learn to stay aloft 
not so much by intuition as by flailing around the con¬ 
trol indicators on screen. 

Hard to Like 

Ultimately AFT is hard to like unless you really 
work at it. The excellent step-by-step training and 
varied aircraft handling characteristics are handi¬ 
capped by jerky control and screen response, which, 
like Air Warrior, does smooth out if, in the configura¬ 
tion menu, you turn off details like sound. 

Originally developed for IBM-compatible comput¬ 
ers, AFT in its manual mentions main DOS varia¬ 
tions from EGA to VGA but acts like a slow early 
DOS product that can’t keep up in Atariland. 

If you can tolerate slow operating response and 
want detailed flight instruction, AFT merits serious 
consideration. But if you are impatient and insist on 
smooth-scrolling simulators, stick to classics like Spec¬ 
trum Holobyte’s perpetual leader. Falcon. 

Available from Electronic Arts, BO. Box 7578, San 
Mateo, CA 94403-7578, telephone (415) 572-ARTS. 
$49.95. Requires double-sided disk Joystick optional. 
Runs on 512k. Not copyprotected but requires typing 
password from manual. An initial attempt to run it 
from a hard drive produced a crash. 
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wp becomes word processor 
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Abbreviator ST cost $19.95; we’ll pay the postage. Write: 

Kyle Cordes or call: 

3815 Greengrass Dr. (314)921-0614 

St. Louis, MO 63033 or see your dealer. 
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Nicprint 3.2 

Must Dfi Ifou Use Me o desk 

Review by Anna M. Mason 


How to Get Hooked 

After upgrading my computer 
system a few years ago from my 
trusty old Atari 800XL to a 
1040ST, I soon grew tired of the 
bland-looking GEM Desktop. Dur¬ 
ing one of our club’s ST SIG meet¬ 
ings, I saw a demo of a fairly new 
product called NeoDesk and I knew 
I was hooked! By the time Gribnif 
Software released version 1.3,1 was 
a registered owner. It has since be¬ 
come the standard by which all 
other desktop utilities are mea¬ 
sured. In PD libraries and on BBSs 
around the country, you can now 
find hundreds of NeoDesk icons 
that are available for a small price 
or a simple download. A little over 
a year ago, I sent for Gribnif’s own 
icon disk. (WOW! 400 on one disk! 
I know, I know. But I’m like a little 
kid when it comes to getting new 
things for my computer.) Some¬ 
one had obviously spent a lot of 
time and effort, pointing and click¬ 
ing, to design all of them. The va¬ 
riety was amazing. 

Conquering Frustration 

Enter my dilemma. With such 
a large and ever-growing library 
collection of icons, trying to find 
which disk a specific icon was on 
proved frustrating to say the least 
But wait! There, tucked away in a 
folder on the Gribnif disk, was 
something called NicPrintPRG 
With curiosity being one of my 
lesser evils, I double-clicked on the 
.DOC file and was surprised to see 
that it would print a hard copy of 
all those icons! To make a long sto¬ 
ry short, the program worked as 
advertised. Since it was shareware, 
I sent the author a donation for his 
work along with a couple of sugges¬ 
tions/requests. (BTW...you DO sup¬ 


port our shareware folks, don’t 
you? If not, shame on you.) About 
a week later, I received a very nice 
letter and a new, improved version 
of NicPrint with all of my sugges¬ 
tions implemented! Since then, 
Joseph Reiss and I have become 
pen-pals. NicPrint is now up to 
version 3.2 and I think it is worth 
more than Joe’s requested $10 do¬ 
nation. 



Multi-Uses 

When the program is run, you 
must first select the .NIC file name 
you need from the GEM file selec¬ 
tor box (or UIS III if you own it). 
While it will print out a hard copy 
of all your NeoDesk icons, as I 
mentioned above, you can also 
print just one. This is ideal for 
making disk labels and using that 
particular program’s logo (i.e. In¬ 
terlink icon shown in the 
illustration) for your backup disks. 
You have the choice of three sizes 
(LOW, MED, HIGH) which, as you 
might have guessed, are the avail¬ 
able ST resolution modes. If you 
use NeoDesk, you are aware that, 
when you double-click on an icon, 
its appearance changes to show that 
it’s been selected. So, your next op¬ 


tion is choosing which status you 
want to print by clicking on the 
NORMAL or SELECT (or both). 
ICON NAMES lets you decide 
whether or not you want the name 
printed beneath the icon itself. 
While this is useful when cata¬ 
loging your files, I prefer a name¬ 
less icon for my labels. The 
ROUGH and FINAL print buttons 
are self-explanatory. To the left of 
the options is a scrollable window 
displaying the icon names for what¬ 
ever file you have loaded, with the 
filename itself listed below. To see 
a presentation of what the icon 
looks like, double-click on the 
name and it will appear in the 
blank space to the right of the dia¬ 
log box. This is very handy be¬ 
cause there may be several icons 
with the same name but a slightly 
different appearance. Double-click¬ 
ing on the filename allows you to 
load another .NIC file and continue 
with your printing. 

High Praise for Joe Reiss 

If you are, like me, a fan of 
NeoDesk, this is one utility you 
should not be without. The author 
deserves the highest praise for the 
user support he has shown. He has 
never failed to answer my letters or 
implement an idea. (For a non¬ 
techie person this can be very flat¬ 
tering, indeed!) To obtain your 
copy of NicPrint 3.2 which sup¬ 
ports the older versions of 
NeoDesk as well as the new 3.0, 
send your $10 donation/registration 
fee to: 

Joseph W. Reiss 

65176 Beeham Run Road 

Lore City, OH 43755 

(Don’t forget to tell him that 
Anna sent you.) 
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by Evan Lauber 


A Live One 

Stunt Car Racer is one of my 
favorite games. If you like racing 
games, you’ll get hooked on this 
great cross between a simulator 
and an arcade style game. 

The graphics are very good, 
and scroll smoothly. The perspec¬ 
tive is from the windshield. You 
play on a variety of imaginary fu¬ 
turistic race tracks which resemble 
roller coaster rides. 

This is usually a one player 
game. You can play with other 
players and keep their best lap and 
race times on your disk as well, but 
only one player can play at a time, 
unless you hook up two ST’s with a 
RS232 cable. Then two players can 
play against each other! This would 
be the ultimate stunt car racing ex¬ 
perience if both players were 
equally skilled. I have yet to experi¬ 
ence this! 

One of the reasons this is my 
favorite race car game is because it 
allows you to save your best lap 
and race times, adding greatly to 
its competitiveness. The game re¬ 
quires attention to detail, exact joy¬ 
stick movements at precise times, 
and memorizing the track. As you 
practice, you will soon see, that at 
each turn, jump, or, top of the hill, 
your car must be traveling at a pre¬ 
cise speed. If you go too fast or too 


slow you land in the wrong place 
on the track. You quickly start to 
look at your speedometer and 
memorize the speeds that work 
best for each location. 

Some Advice 

There are four divisions, and 
you will need to practice all of 
them, but for your best chance in 
moving up in your racing career, 
try some of the following. 

First, practice one division 
(skill level) at a time. Each division 
has two tracks. The first track is al¬ 
ways your first race. Regardless of 
who wins, you go on to your next 
race on the second track, then re¬ 
gardless of that outcome, the third 
race returns to the first track. 

You compete against two com¬ 
puter drivers in each division, but 
only race against one at a time. 
Whoever has the highest points at 
the end of six races goes on to the 
next division. 

I ended up using practice 
mode on the second race a lot, for 
every division. Why? If you lose 
the race there is little incentive to 
go on to the next track. You start 
again, trying to master the first 
track. Thus, the second track is 
something of a continuing mystery, 
wisely approached in the practice 
mode. 


Now for Some Dues! 

Now these are not just 
anyone’s clues. You see, today I 
made it to the super league! The 
manual doesn’t give too many de¬ 
tails on what happens there, but if 
you are good enough to go all the 
way to division one and win, which 
is hard, very hard, to do, then you 
discover this whole other league. It 
has faster cars, and better oppo¬ 
nents. Though all of the tracks are 
the same as the other leagues, they 
become a new challenge in a faster 
car! 

It is important to try to get 
ahead of the ST’s computer car as 
soon as possible. To do this hold 
down the fire button, while keeping 
the joystick forward, just before 
your car lands on the track at the 
beginning of the race. This will put 
you out in front, unless you’re fac¬ 
ing a superior opponent. Try to 
hold down the button (nitro, with 
flames!) as much as you can, but 
don’t waste it You can eat it up too 
fast and not have any left for the 
last few moments of the race! 
When you are in the air don’t use 
it, and when you are slowing down 
don’t use it, unless it’s critical to 
slow down real fast! When you 
first start the nitro, keep the joy¬ 
stick forward to start the accelera¬ 
tion. (Units of nitro are shown in 
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the lower left hand corner next to 
the letter B, probably for booster 
rockets. I call it nitro.) 

Save Your Best Times 

Make sure you have a format¬ 
ted disk as a data disk; use this to 
save your best times. Save them 
onto a file called, “Hall.” This is 
your Hall of Fame file. After each 
promotion to a new division, save 
your position. Make sure you save 
it right after the promotion, or you 
might have added holes to your car 
needlessly. Unfortunately, each time 
you save your position, when it 
loads up it is at the first race of that 
division, no matter where you 
saved it 

Dealing with Damage 

Every time the computer’s car 
hits yours it will put a crack in 
your car’s frame. This is usually 
not a major problem unless you are 
a very reckless driver (like me). 
While driving, you will hear the 
cracks, and see diem on the top of 
the screen. If they go all the way 
across, then your car is totaled. 

Deadly Holes 

Cracks can mess up a race but 
not your career. After each race, 
they are repaired and your car 
starts off with no cracks. This is 
not true, however, for holes! Holes 
in your frame show up on the right 
corner of your monitor. They come 
from very big accidents. You will 
never get one from another car hit¬ 
ting you unless he manages to ram 
you off the track. Computer cars 
can ram you off, but you don’t 
have a chance of ramming them 
off the track, so don’t waste your 
time. 

But it is possible to land on top 
of your opponent and squash him. 
Try to land on him during a jump! 
You will always know just how far 
away you are from your opponent 
by quickly glancing at the lower 
left hand corner. There will be a 
number; if it starts with a minus, 
he is that many car lengths behind 
you, otherwise he is in front of you. 


When you finish a lap, it will dis¬ 
play the lap time. If you currently 
have the best lap time then that 
money bag lights up! 

Totaling your car only happens 
when you fall off the track, make 
rough landings, or you collide with 
the computers car too often. If you 
have too many holes your car will 
handle like it belongs in a junk 
yard. 

After every race, the computer 
will tell you if you beat any of your 
personal record times, and if you 
beat your computer opponent (or 
real player in that special setup I 
mentioned). If you win the race, 
you get two points. If you get the 
best lap time for the race, you get 
one point. Best lap times are rarely 
had on the first lap, as your car 
starts the race from a complete 
stop. Each race has three laps. 
Make sure you load your hall file 
and your position before playing! 

Since this game requires total 
concentration, you will find that 
you have good days, and bad days. 
On the bad days, give yourself a 
break in between races and just 
concentrate on developing skills 
and new techniques. Wait for an¬ 
other day to race. 

Now for the best undocu¬ 
mented cheat! If you want to give 
up on a race, hit [Esc]. This will 
only work when your car is on the 
track, or above the track on the 
chains. Once you have hit [Esc], 
you can go on to the next race by 
using the joystick and fire button, 
or you can forfeit each race and 
start the division over at race one! I 
do this all the time on the first race 
when I know I am going to lose 
and sometimes during the middle 
of the divisional races when I have 
more holes in my car than an old 
pair of my dad’s underwear! 

Finally, the Biggest Hint! 

Hold down [FI] while hitting 
the space bar, keep hitting the 
space bar until you get to the load / 
replay option, then move the joy¬ 
stick to it and fire on it; next, fire 
on replay, then on start game. 


One final touch, when driving, 
do not look at the sides of the road. 
(I know they are thin, but you will 
get used to it!) Try to look ahead of 
you on the road as much as possi¬ 
ble. This is because the game has 
an automatic feature. If you are go¬ 
ing straight ahead and the road is 
not curving and you are very close 
to the edge, do not move your car 
to straighten it out! Why you ask? 
Because you can not fall off a 
straight road. 

Try to anticipate turns and be¬ 
gin turning just before them. Let 
go of the joystick at the end of the 
turn, rather then counter steering. 
Sometimes you might have to slow 
down at turns just for a millisec¬ 
ond. You will find that you need to 
keep the joystick forward to start 
accelerating, but the car will keep 
going full throttle even without the 
stick forward, until you pull back. 

Some turns require you to 
slow down by holding the stick in 
between the down and left / right 
positions. 

That’s it. I think I have given 
you guys all of my hints. If you ev¬ 
er do make it to the super league, 
please let me know. It might be fun 
to duel it out at a club meeting 
some day! Make sure you buy this 
program. It is well worth the mon¬ 
ey! 


Track 

Lap 

Race 

DrawBridge 

1:13.27 

3:35.11 

Ski Jump 

46.28 

2:23.88 

R. Coaster 

1:16.85 

4:04.30 

High Jump 

48.37 

2:29.96 

Big Ramp 

48.84 

2:31.49 

Step. Stones 

55.10 

2:52.17 

Hump Back 

53.44 

2:50.47 

Little Ramp 

43.69 

2:22.57 


These times are not for the super 
league, I know those times will be 
much better as the car is faster! 
Once again, I love competitive 
games like this. It kind of brings 
me back to the good old eight bit 
days where I used to save my best 
times and high scores on Summer 
Games. If you have any questions, 
feel free to ask me. Take care, and 
good luck. 
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Black Barney Drives Again 

I was really excited to see this 
game appear for the ST. The origi¬ 
nal Test Drive (TD1) was an early 
gaming favorite even though it 
didn’t have the stamina to main¬ 
tain its initial head of steam. De¬ 
spite its superior graphics and 
smooth action there just wasn’t 
enough variation in TD1 for the 
long haul. Such is not the case for 
Test Drive II. Where TD1 only of¬ 
fered the gamer an opportunity to 
push a high performance car up a 
winding mountain road, TD2 goes 
well beyond that by offering vary¬ 
ing terrain types, more difficulty 
levels, more numerous road haz¬ 
ards, and an optional computer op¬ 
ponent -- thus, the game’s title. Of 
course, you can still race against 
the clock if you prefer. Also, there 
are automatic and manual shift op¬ 
tions, great graphics, and terrific 
animation. It’s really quite a pack¬ 
age, even if it does have some prob¬ 
lems. That legendary cross-country 
racing driver. Black Barney Olfield, 
would have been proud of it. 

Getting Started 

Once the game is booted and 
you get past the off-disk copy pro¬ 
tection and the title sequence 
(which is pretty nice, by the way) 
you are deposited at the main menu 
screen. The main menu permits 
you to select between racing 
against the clock or against a com¬ 
puter opponent. To facilitate or 
vary these two basic options other 
menu choices offer the opportunity 
to select the car you will drive and 
one for your computer opponent (if 
you choose to exercise that option). 
The choices of cars are limited in 
the basic game: either a Porsche 
959 or a Ferrari F40 (if you could 


The Duel 


Racing Sequel io le&t 'Piive 

Review by Milt Creighton 


possibly call either of those ma¬ 
chines limited!). If you find these 
choices too confining you can pur¬ 
chase an additional car disk called 
The Supercars ($21.95) that will 
provide an additional five cars, in¬ 
cluding a ’88 Lamborghini Contach 
5000S and the incredible Porsche 
911 RUF among others. The manu¬ 
al also mentions another car disk 
called The Muscle Cars which was 
available for the PC-based version 
of TD2. It supposedly includes five 
cars from the ’60s such as the Pon¬ 
tiac GTO, a Shelby GT, and a Cor¬ 
vette Sting Ray. There is no men¬ 
tion of this last disk in the Acco¬ 
lade press release, however, so it 
may never be available for the ST. 
The game is controlled either by 
the cursor keys or the joystick. 
There is a pause feature but there’s 
little opportunity to use it 

The Course 

The basic game is conducted 
over the Master Scenery highway 
course. The Master Scenery course 
is divided into six road sections of¬ 
fering three different types of chal¬ 
lenging terrain. The sections vary 
in length but they average about six 
miles long. The first section is a 
stretch of desert two- and four-lane 
highway with many long straight¬ 
aways. The muscle cars obviously 
have an advantage here. The second 
section climbs around the right side 
of a mountain. There are some 
straight-aways to complement a 
couple of nasty curves (sheer drops 
with no guard rails!) and three tun¬ 
nels cut through the mountain. 
Watch the last curve; it’s a killer. 

The third section is a winding 
tree-lined stretch of highway with a 
few speed traps. There are several 
types of speed traps so you have to 


make very quick decisions about 
whether to trust your speed to 
outrun the police or pull over and 
good-naturedly (right!) get your 
speeding ticket. Waiting for your 
ticket eats up time, but it doesn’t 
cost as much as a crash. The 
fourth section climbs the left side 
of another mountain and includes 
more cops and a nasty undocu¬ 
mented feature (sometimes called a 
bug) just waiting to pounce. More 
on that later. 

The fifth and sixth sections are 
another desert scene and another 
windy tree-lined country road, re¬ 
spectively. Suffice it to say that the 
hazards you discovered in the pre¬ 
vious sections are compounded 
here. The roads are more windy 
with few straight stretches (more 
agile cars have the advantage here), 
lots of speed traps, and unexpected 
rises that restrict your visibility. 

Scenery Disk 

When you tire of the Master 
Scenery Course you can purchase 
California Challenge ($21.95) that 
features seven stretches of Califor¬ 
nia highway from the Oregon bor¬ 
der south to Mexico. The views in¬ 
clude a drive past the Trees of Mys¬ 
tery, speeding through the forest 
and seashore around Eureka, on to 
San Francisco and the Golden Gate 
Bridge and finishing in Old Mexi¬ 
co. The scenery is spectacular with 
views of giant redwoods and sandy 
seashore. It could have given TD2 a 
new lease on life once you’d mas¬ 
tered the basic course, but, unfortu¬ 
nately, it is very buggy. There are 
invisible cars you smash into, 
making it almost impossible to 
complete the course, much less 
achieve a signicant score. I don’t 
recommend it in its present state. 
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The Object of the Game 

Whether you are racing against 
an opponent or against the clock, 
your goal is the same. You want to 
push your car through each section 
of roadway as quickly as you can 
without crashing, getting a ticket, 
or running out of fuel—all of which 
add a 20-second penalty to your 
run. If you are racing against the 
computer, you want to get to the 
finish line before your opponent. 
The finish line for each interim 
run is a gas station, just like TD1, 
but the difference in TD2 is that 
you must stop between two white 
lines and on the right side of the 
highway. Stop before that and the 
time keeps running; go past the 
second white line and you incur a 
20-second penalty for running out 
of gas. Each crash also adds a 20- 
second penalty. If you run out of 
lives before you finish the course 
or run into the rear of a police car, 
the game ends. 

Road Hazards and Stuff 

To make the game challenging 
TD2 adds a number of road haz¬ 
ards such as traffic (both oncom¬ 
ing traffic and traffic moving in 
your direction). In addition, there 
are potholes and oil spills that pro¬ 
vide a few moments of real white- 
knuckle panic. You can strip a gear 
by improper shifting or blow your 
engine by redlining the tach for too 
long a time or blow your steering 
and transmission by hitting too 
many potholes or rocks along the 
side. The game gets harder as you 
increase difficulty levels. At the 
lowest difficulty level the police 
cars have a top speed of 120 MPH, 
traffic speed is 30 MPH, traffic 
density is rated at 50% of maxi¬ 
mum, and your opponent’s speed 
(should you select that option) is 
limited to 90 MPH. You only get 
33% of the points scored during the 
run, however. On the other hand, at 
the highest difficulty level the po¬ 
lice cars can go up to 200 MPH, 
traffic speed is 60 MPH, traffic 
density is 100% of maximum, 
your computer opponent can attain 


the maximum speed his car allows 
and you get 100% of the points 
scored during the run. Point scor¬ 
ing does improve with game play. 
After some practice I was able to 
score better than 320,000 points 
over the Master Scenery Course 
with the Porche 911RUF and better 
than 310,000 with the Ferrari F40. 

Bugs and Other Unfortunate Fea¬ 
tures 

Yes, there are some bugs. The 
game is a port after all I have 
played it extensively on both my 
386 PC, on my 1 megabyte 520ST, 
and my T16-equipped MegaST4. I 
also tried it on an unmodified 
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520ST. The game would not load or 
run on that machine. On my 1 
megabyte 520ST the controls are 
almost unacceptably sluggish and 
the animation jerky. On my 
MegaST4 (equipped with a 16 MHz 
accelerator board) the game per¬ 
formed at least as well as on my 
386 machine. I also found that Tur- 
boST can make a significant differ¬ 
ence on a 8 MHz, 1-Meg ST by im¬ 
proving the responsiveness of the 
controls and smoothing the anima¬ 
tion. As for the bugs, it appears 
there is something wrong with the 
images of oncoming traffic on the 
fourth section of roadway on the 
Master Scenery course. The effect 
is that you can crash into invisible 
oncoming traffic on that section of 
road. In addition, I have also noted 
on at least one occasion that I drove 
right through an image without 
crashing. A similar problem oc¬ 
curs on section six where oncom¬ 
ing traffic suddenly appears in your 
path without warning. In section 
two you may find your car being 
drawn irresistibly toward the wall 
of the tunnels, just as you exit, for 
no apparent reason (although an in¬ 
visible oil spill may be the culprit). 
Also, the right half of your car 
does not seem to exist as far as the 


program goes, allowing you to 
crowd the center line and even slip 
right between two cars if you do it 
just right None of these “features” 
appear on the 386 version so I 
doubt they are intentional. 

On the Bright Side 

The graphics are superb, miles 
better than the EGA graphics on 
the PC and (to my taste) better 
than the VGA graphics in the un¬ 
fortunate PC sequel Test Drive III- 
the Passion. The sounds are quite 
well done, too, especially the 
sounds of the engines. They actual¬ 
ly sound like the engines of the au¬ 
tomobiles they represent. (Well, at 
least that’s the way I’d like to think 
some of them sound.) The single 
exception is the sound of the police 
sirens. It’s pretty awful, but I guess 
they didn’t have much audio pro¬ 
cessor left to work with after the 
engine sounds. The animation is 
mostly well done, too, provided you 
have improved the graphics han¬ 
dling capability of the ST. Aestheti¬ 
cally, there’s a lot to commend this 
game. That’s not so surprising ei¬ 
ther since the same could be said 
of TD1. If anything, the scenery 
disk is even more impressive. 

The Bottom Line 

The Duel—Test Drive II real¬ 
izes the potential that Test Drive I 
promised but didn’t deliver. The 
many options will keep this game 
fresh for months or years to come. 
It offers a fair challenge to young¬ 
sters with hair-trigger reflexes as 
well as to those of us who can 
bring only enthusiasm and years of 
driving experience to the game. 
There are some problems with this 
game, most of them probably asso¬ 
ciated with the port over from the 
PC machines but we end up with a 
superior version in spite of invisible 
road hazards and tinny police 
sirens. The add-on disks are well 
worth the cost because each one re¬ 
news the game and adds additional 
challenges. Accolade has a winner 
here. This one will be high on my 
play list for years to come. 
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Showdown Hockey 

1/ou xe a 4jocley *Tan y ljou U Jlove ’Thii 
Review by Bob Berberick 



Summary: A one or two player 
game for Atari 8-bit Computers 
(minimum 48K). One disk drive 
and joysticks required. 

Features: 

• Computer Goalie or Skater 

• 1 or 2 Player competition 

(against computer opponents) 

• 2 Player head to head (skater 

on goalie) 

• Computer goalie and skater 

skill levels 

• Slapshots, Wristshots, or Deke 

(whatever it takes to put it in 

the net) 

To the best of my knowledge, 
there was only one hockey game 
for the Atari 8-bit. I remember the 
game (because it was awful) but I 
can’t remember the name (I try 
and forget unpleasantries). [Editor’s 
note: sounds to me like Bob is refer¬ 
ring to Gamma Software’s Hockey, 
a game with horrible sound effects 
and players that looked like praying 
mantises. - BLP] 

Enter Showdown Hockey 

This game was written by a lo¬ 
cal lad (Hamilton, Ontario, Can¬ 
ada) named Paul Aussem, using 
Action! His first release, Blockaboo 
(a two-player Tetris-type of game), 
is a favorite that I play regularly. 

The program auto loads while 
you hold down the OPTION key. 
Once the loading process is com¬ 
plete, you are greeted by a good 
rendition of the music from 
“Hockey Night in Canada” (which 
probably means nothing to you US 
folks). After the opening screen/ 
sound completes its “job,” you are 
greeted with the Options Menu. 
This is where you get to choose if 
you want to be a skater or a goalie; 


a one- or two-player game; or how 
many shots per match etc. If you 
sit there like a bump and don’t do 
anything, the program starts a 
demo for you. Nice touch. 

Now, about the manual. I al¬ 
ways try and run a program 
without using the manual, and this 
was no exception. I almost made it, 
too; the only thing I couldn’t figure 
out was how to place the shots. Af¬ 
ter consulting the slightly cheesy 
one-page manual, I figured it out; 
it was really quite simple. (In all 
fairness to the docs, it does provide 
all of the information needed and 
hey, what do you expect for 
$16.00!) 

Okay, now that you’ve chosen 
the options, you press the fire but¬ 
ton and are presented with a dis¬ 
play representing one end of a 
hockey rink with a skater at the 
blue line and the goalie at the other 
end. The scenario is a “break 
away” with one skater against the 
goalie. If you chose to be the 
skater, you stare down the competi¬ 
tion and, when ready, push the joy¬ 
stick up and away you go. Next, 
you move the joystick in the direc¬ 
tion you want the shot to go and ei¬ 
ther let go a blistering slapshot or 
try and Deke out the lout in the 
net. The computer decides if it is a 
slapshot or deke by how close you 
are to the blue line. Another nice 
feature is that the display shows 
who is the player and who is the 
goalie at the start of the competi¬ 
tion, just so you don’t get confused. 
Assuming you are the skater, you 
let go the shot and hope to turn on 
the red light. After the first shot, 
you are given a running display of 
the number of Goals/Saves. At the 
end of each round you are rated on 
your shots or saves percentage. You 


could be anywhere from “You 
Stink Big Time Pal” to “NHL All 
Star.” 

The graphics are quite good 
with excellent joystick response. I 
just love the goal tender: he has 
some amazingly realistic moves. 
Sound is so-so; it gets the job done, 
but it’s nothing to write home 
about 

Overall, I think Showdown 
Hockey is quite a good game that’s 
very playable. If you’re a hockey 
fan, you’ll love it. If not, I think 
you’ll still like it Try playing this 
game with a friend: it’s more fun 
and challenging that way. 

For the paltry sum of $15.95,1 
unhesitatingly recommend Show¬ 
down Hockey, and, although this is 
not a review for the author’s other 
game, Blockaboo, it, too, is top 
shelf. Now, lest you think my rec¬ 
ommendation might be biased by 
the fact that Paul is a local pro¬ 
grammer, rest assured, it isn’t. If 
you try these games, I’m sure 
you’ll agree they really are worth 
the money. I’m also pleased to re¬ 
port that Paul also has other 
projects in the works for the 8-bit 
Atari and is very receptive to new 
ideas. Is he the only one on this 
continent? 

$15.95 U.S., available from: 
American Technavision, CA; B & 
C Computervisions, CA; Horizon 
Computers, Denver, CO; San Jose 
Computers, CA. 

If you have any questions or 
comments regarding this program 
or wish to make a suggestion for a 
new program, please contact the 
author: Paul Aussem, Aussemware, 
75 Queen Victoria Drive, Hamil¬ 
ton, Ontario, Canada L8W 3E3. 
(416)575-9810. 
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Airborne Ranger 

14.95 

AFTER THE WAR 

12.95 

Arkonoid 2 

14.95 

Archipelagos 

9.95 

Astro Marine Corp 

5.00 

Austerlltz 

14.95 

Bad Company 

5.00 

Bangkok Knights 

5.00 

Bards Tale 

14.95 

Blockout 

14.95 

Bloodmoney 

14.95 

CADAVER 

24.95 

Carrier Command 

14.95 

Chronoquest 2 

14.95 

Collosus Chess x 

16.95 

Colorado 

5.00 

CYBERBWOL 

16.95 

Dark Fusion 

5.00 

Defenders Of Earth 

5.00 

Dig Dug 

9.95 

Enterprise 

9.95 

Escape Robot Monsters 

17.95 

F-15 STRIKE EAGLE 

9.95 

F-29 RETAUATOR 

19.95 

Fallen Angel 

5.00 

FIENDISH FREDDY 

16.95 

Final Legacy 

9.95 

Flrezone 

9.95 

FLOOD 

18.95 

Gauntlet II 

14.95 

Guide to Solar System 

19.95 

Gunshlp 

16.95 

Hellraider 

5.00 

Hollywood Poker Pro 

9.95 

Hotrod 

9.95 

Hotshot 

5.00 

Hoyle's Book Of Games 

18.95 

Human Kill Machine 

5.00 

Indy Jones Temple 

5.00 

Infestation 

14.95 

Interprise 

5.00 

Joan Of Arc 

9.95 

Journey Center Earth 

9.95 

Kennedy Approach 

14.95 

Kickoff 

14.95 

Lords Of Conquest 

9.95 

LOSTPATROL 

16.95 


Microprose Soccor 

14.95 

Micro League Wrestling 

9.95 

MIDWINTER 

19.95 

Music Contructlon Kit 

9.95 

Nebulus 

5.00 

NORTH AND SOUTH 

14.95 

R-type 

14.95 

Roadblasters 

14.95 

Oil Imperlum/Black Gold 

14.95 

ORIENTAL GAMES 

16.95 

Photon Storm 

5.00 

Pirates 

16.95 

Prince 

5.00 

PROJECTILE 

18.95 

RED STORM RISING 

19.95 

RESOLUTION HH 

14.95 

RICK DANGEROUS 

14.95 

Seven Gates Jambala 

5.00 

SHERMAN M4 

14.95 

SHADOW OF THE BEAST 

18.95 

SHUFFLEPUCK CAFE 

9.95 

Silent Service 

13.95 

Silkworm 

14.95 

Simulcra 

16.95 

Spaceharrier II 

13.95 

Spellbound 

17.95 

Spitting Image 

5.00 

SPY WHO LOVED ME 

16.95 

Starbreaker 

5.00 

STARFUGHT 

18.95 

Stargoose 

5.00 

Starglider 11 

14.95 

Strartrek Rebel Universe 

14.95 

Sundog 

9.95 

Superbreakout 

9.95 

Superhangon 

14.95 

Superstar Ice Hockey 

14.95 

Switchblade 

5.00 

Terrys Big Adventure 

5.00 

Tempest 

9.95 

Turrlcan 

16.95 

TURRICANII 

24.95 

Tusker 

16.95 

T.V. Sports Football 

18.95 

Twlnworld 

5.00 

Vermlnator 

5.00 

Vindicator 

14.95 

Willow 

13.95 

Zanygolf 

14.95 


Compilation Packs? 


Monster Pack 

Nitro-Infestation 
Shadow Of The Beast 

$29.95 

T-N-T 

Toobin-A.B.P.-Xybots 
Hard Driving-Dragon Spirit 

$19.95 

Wheels Of Fire 

Turbo Outrun-Hard Driving 
Chase H.Q.-Powerdrift 

$19.95 

Triad Vol. #3 

Rocket Ranger-Speedball 
Bloodmoney 

$18.95 

Quattro Sports 

Italy 90 Soccor-Bmx Racing 
Superski-Pro Tennis 

$19.95 

Brainblasters 

Xenon II-Bombuzzell 

$16.95 


Of Course We Have 
All The Latest Releases 
From Europe And 
The States! 


Call Us With Your 
Order At 

1-800-888-9273 
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Chess Anyone? 

&hti&nuL4t2i 2000 fiot the 8—jffit LCiet 

Review by David J. Harris 

(Seoul, Korea) 



I’ll be honest, I love chess! So, when I saw Soft¬ 
ware Toolworks Chessmaster 2000 going for $12.50 
from American Techna-Vision, I felt it was time for a 
review of one of my all time favorite programs. 

Chessmaster 2000 is really a bargain for $12.50, 
especially when you consider I paid $29 for it back in 
1986. (You remember, way back in the dark ages when 
major software companies used to actually release 
software for the Atari 8-bits?) I find it really annoying 
that Atari can release 15 new titles for the 7800 and 
the 2600 and nothing for the 8-bit line. Anyway, 
Chessmaster 2000 has everything the chess connois¬ 
seur could want: it’s powerful, well thought out, and 
user-friendly. As my game improved, I really came to 
appreciate the many features built into Chessmaster. 

3-D Chess 

One of the first things you notice about the pro¬ 
gram is the 3-D pictures of the chess board on the 
packaging. While the 3-D board has its drawbacks, it 
does show what the 8-bits are really capable of in the 
graphics department Most software only scratches the 
surface of what the 8-bit line can actually accomplish. 
All one has to do is take a look at the great games 
available for the Commodore 64. The beauty of the 8- 
bit computer is that you don’t need a $300 monitor 
like the ST or Amiga. I know from experience there 
are thousands of computer peasants out there like my¬ 
self who have to get by on second hand color sets. 

The 2-D board—like the 3-D board—is also excel¬ 
lent, one of the best looking boards I’ve seen on any 
machine. Which means it is easily the best looking of 
all my Atari chess programs. The 2-D mode is what 
you’ll want to use for serious play. The colors are 
pleasing, and the pieces are easily distinguishable. For 
those with a black and white TV or mono monitor 
there is even a color switch off mode for improved 
clarity. 

100 Historical Games 

The manual gives a brief summary of the rules 
of chess and even suggests a few simple strategies. 
One hundred historical games are supplied on disk so 
you can watch each match as it was actually played. I 
rarely understood the strategy involved, but they sure 


are fun to watch. The manual gives a brief description 
of each game and the effect it had on the development 
of chess. To top it off, there is even a short, but 
informative, handy pullout instruction set. 

Chessmaster 2000 is an excellent learning tool 
since it comes with a handy teaching mode that high¬ 
lights the legal squares for the piece you are attempt¬ 
ing to move. If you are having trouble with your strat¬ 
egy and can’t decide where to move, Chessmaster will 
even suggest a move for you with its hint mode. As if 
this weren’t enough to get you started, there’s even a 
Coffeehouse mode that makes the computer play as a 
beginner does: “stupid.” 

Playing the Game 

Play levels are based on time per move, and there 
are 20 different levels from which to choose. Levels 
range from as little as nine seconds per move to infin¬ 
ity. The upper levels are ideal for evaluating moves; 
just set up the situation and come back in a couple of 
hours—or days—if you want to see the solution. 

Commands for setting up Chessmaster’s many 
options are fairly easy. To activate them, you just hit 
[Ctrl] plus the corresponding letter. [Esc] toggles you 
between the board and the menu screen. You can take 
back moves, replay the game, switch sides at anytime, 
watch the computer play itself, print out games, save 
and load games, shut off the computer’s ability to 
think during your move, and solve for checkmate. 

Against the Competition 

To see how well Chessmaster performed, I tested 
it out against my collection of other chess programs. 

First test: could it defeat my Radio Shack hand 
held unit? No sweat, my poor hand held unit did not 
know what hit it. The Radio Shack unit lost on every 
level except for the first level. Never figured that one 
out. Sargon III, on the other hand, beat my Radio 
Shack on every level. 

Next, I brought on my other 8-bit challengers. 
Odesta Chess 7.0 was the first to be sacrificed in com¬ 
bat It played well, but always gave up a piece or two 
advantage to Chessmaster and was unable to recover. 

Mychess II also put up a good battle but lost just 
as 7.0 had. The similarities between Mychess and 


Page 64 


Current Notes 


Vol. 11, No. 5 











CN Review 


Atari XL/XE 


Chessmaster are uncanny. It almost seems as if Chess- 
master had been copied from Mychess IL I am still cu¬ 
rious to see if Mychess II was purchased, revamped, 
and renamed Chessmaster. Probably just my imagina¬ 
tion. 

Just for a laugh, I even booted up Parker Brothers 
Chess and Sargon IL Needless to say, they were 
quickly annihilated. So now it was on to the ultimate 
test, Sargon III. Payback time for the thrashing Sargon 
II took. 

Both Saigon III and Chessmaster 2000 claim to 
be superior to the other. Well, I was unable to name a 
clear winner. After several games, they ended up play¬ 
ing to one win apiece and three draws. The wins 
seemed to be flukes while the draws usually had one 
program jumping out to an early lead only to have the 
other program catch up in the later stages of the 
game, which would then ultimately end in a draw. Of 
course, this was only a five game series, so your re¬ 
sults might be much different than mine. 

In the playability department, I would rate them 
even. It was fascinating to watch both programs play 
with their unique styles. The graphics display was the 
only area where Chessmaster was actually superior. 


A Few Complaints 

The few complaints I have about Chessmaster are 
that it lacks a time clock, pieces captured mode, and a 
workable joystick mode. I also think the command 
keys could be a little more logical. On the other hand, 
there are so many different commands that this prob¬ 
lem seemed almost unavoidable. These shortcomings 
were probably corrected in Chessmaster 2100, but we 
Atarians, unfortunately, will never know. 

But Still—a Best Buy 

Chessmaster 2000 is not the kind of program you 
will outgrow as your skills increase. So, if your current 
collection of 8-bit software needs some new life, check 
out Chessmaster 2000. It has to be the best 8-bit chess 
game value around. 

[Editor’s Comment: you might want to dig out the 
June 1987 issue of CN and compare John Crowell’s re¬ 
view of Chessmaster 2000 for the ST on p. 34 to 
Dave’s comments for the 8-bit version above. Another 
very recent review of Chess Player 2150 by George 
Hulseman in the April 1991 CN (p.68) puts Chessmas¬ 
ter 2000 and Saigon III into perspective versus the 
most recent—and powerful—16-bit chess games. -BLP] 



MAXIMUM SPEED FOR YOUR ST OR TTI Accelerate... 


- Speeds up most ST software by speeding up screen graphics 

- Text, GEM graphics, and GDOS fonts all redraw significantly faster 

- Compatible with all ST, STE, and TTcomputers 

- Supports all screen resolutions, including Moniterm and ISAC 

- Fastest version ever! Even the fast" TT speeds up considerably 

- Easy to use! Install it in the AUTO folder or run it from the desktop 

- Requires 20K to 40K of RAM (depends on the configuration) 

- Includes the Quick Index 3 benchmarking utility 

- Include the MonSTer high resolution screen emulator 

- Install any DEGAS Neochrome or Prism Paint picture on the desktop 

- Change the desktop font and icons with our font and icon editor 

- Install a different font and picture for every program I 


Benchmark... 

Customize... 

...any ST or TT 
for only $29.95. 

(Before June 31 1991) 

Upgrade from: 
Quick ST II $15 
or Turbo ST $20 

(with proof of purchase) 


Don’t settle for imitations. Only Quick ST3 speeds up all screen resolutions on all monitors. 


Branch Always Software 
14150 N.E. 20th. St. #302 
Bellevue, WA 98007 

Phone: (206)-885-5893 


Quick ST 3 will be available at Atari ST dealers across the 
U.S. and Canada in July 1991 at a price of $34.95 U.S. 

Write for our free newsletter I 

Order Quick ST 3 before June 31 at an introductory price 
of only $29.95 U.S. Product shipment starts June 17,1991. 
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Epson Laser Printer 

Reviewed by Clark Weissman 


Like many of you. I’ve vacillated for the past few 
years on buying a higher quality upgrade to my Pana¬ 
sonic 1091 9-pin dot matrix printer. Major concerns 
were compatibility with my “off brand” Atari 1040ST 
and all the different software packages I use, and cost. 
Well, I took the plunge after considerable study and 
purchased a perfect solution, the Epson EPL-7000. My 
positive experience should be of interest to ST users. 

Compatibility And Cost 

The EPL-7000 is really three printers in one. It 
emulates the HP LaserJet IIP (PCL 04), the Epson 24- 
pin LQ series (2500-500), and the Epson 9-pin FX se¬ 
ries (86e/286e-80). As you may know, the Panason¬ 
ic 1091 emulates the Epson MX/FX series printers, so 
all ST software that uses the defacto Epson MX/FX 9- 
pin printer standard is compatible with the EPL-7000. 
This was one of the most compelling reasons for my 
purchase, as I was assured that all my ST software 
would work on the printer out of the box. And it did! 

The street price for the basic 512K EPL-7000 is 
circa $900, but further shopping can find even lower 
prices. I paid $848 at Jade Computer in Woodland 
Hills, Ca. For graphics and desktop publishing you 
need at least two megabytes of memory. That runs an¬ 
other $300-$400 with the HP LaserJet II series. Not 
with the EPL-7000; the controller board has sockets 
for two megabytes of memory and is very cheap to up¬ 
grade. I paid $75 for the 1.5 megabyte upgrade bring¬ 
ing my net cost to $923, significantly less than the HP 
III* the Atari SLM804 used, or the new SLM605. The 
EPL-7000 can be fully populated to 6 megabytes with 
an expansion board, and the EPL-7000 can be upgrad¬ 
ed to the higher performing (and significantly more 
costly) EPL-7500, which integrates a high-speed RISC 
processor to increase processing speed for the resident 
Adobe PostScript (version 52.3). 

Operating costs are competitive with other 
printers. The EPL-7000 uses a toner-drum replace¬ 
ment cartridge for ease of maintenance. This is the 
same approach used with the HP L-Jet2B But the car¬ 
tridges are not compatible. The spec sheet indicates the 
cartridge will last 6000 sheets at a street replacement 
cost of about $100 per cartridge. The purchase price 
included a cartridge. The EPL-7000 comes with a two 
year limited warranty from a major name in comput¬ 
ing, EPSON, so long term support is assured. 
Performance 


The EPL-7000 uses a 12.5MHz Motorola 68000 
microprocessor engine and produces six pages per 
minute. The EPL-7000 only requires about one minute 
to warm up after a cold start, faster than my ST takes 
to boot. There is a large capacity 250 sheet paper tray 
positioned in front. An optional rear mounted tray is 
available for straight through printing of labels, trans¬ 
parencies, and cardboard up to 42 lb. paper weight 

The printer comes with 14 built-in resident 
(“RD”) fonts: Courier normal, bold, italic in 10 or 12 
pitch (characters per inch) both portrait and landscape. 
There is an EDP font in 16.6 pitch for portrait and 
landscape. This is equivalent to the 9-pin “com¬ 
pressed” font useful for crowding 132 characters per 
line for spread sheets or legal “fine” print. The 
EPL-7000 accepts one LaserJet IIP font cartridge 
plugged in the rear right of the printer. This is labeled 
the “C” slot. There is also an “A” and a “B” slot of a 
different media format for future Epson expansion. 
My purchase during a sales promotion included a free 
65-in-one font cartridge from UDP Data Products pro¬ 
viding Courier, Prestige Elite, Letter Gothic, Times 
Roman, Helvetica, and Lineprinter (compressed). One 
Letter Gothic font comes in 27 pitch, i.e., 216 charac¬ 
ters per line. Wow! There are over 60 font cartridges 
listed in the EPL-7000 manual from eight different 
suppliers, which extend the printer into other fonts, tax 
forms, bar codes, equations, plotter, and even 
PostScript capability. You can also down load (“DL”) 
fonts to printer memory. It is truly exciting all the op¬ 
tions presented. 

My notoriously loud Supra hard disk covers any 
sound from the printer. However, the EPL-7000 is 
very quiet and fits well into the home where late night 
work might wake the rest of the family. 

Physical Characteristics 

The 40 lb. EPL-7000 is a solid, cream color, al¬ 
most beautiful product, whose (19.5”w-15”d-7.3”h) 
footprint is only a little larger than the Panasonic 1040 
it replaced in the same small 20”x25” area of my 
desk. The parallel Centronics-compatible printer cable 
was unplugged from the 9-pin and plugged in the back 
right of the EPL-7000 without problem. The 
EPL-7000 also supports a serial RS-232C or RS-422A 
interface, and surprisingly, both at the same time. The 
printer will accept data on a first-come basis from ei¬ 
ther interface. This eliminates the need for a two-com- 
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puter “A-B Box” switch to share the printer. A nice 
touch. You need more than the basic 512K memory to 
exercise that feature. 

Initial Setup and Operation 

The printer was easy to set up. The 320 page 
User’s Manual is divided into appropriate chapters that 
lead you through unpacking, setup, adjustments, built- 
in self-test, connecting to your computer and soft¬ 
ware. There’s an extensive trouble shooting chapter, a 
chapter on technical specs, and three appendices on 
expansion options, fonts, and emulation modes. 

The printer comes with the one 250-sheet tray 
that locks on the front of the printer. One lever per¬ 
mits paper loading. Single sheet feed is via a slot on 
top of the tray. Very simple. 

Connecting the printer to the 1040ST was the 
same as for the Panasonic it replaced. Just plug in the 
Centronics cable. The printer does not come with a 
printer cable. 

All printer controls, after power is turned on by a 
right rear rocker switch, is via four micro switches, 
the 20 character LCD panel, and the “N-S-E-W” 
compass buttons. The micro switches permit switch¬ 
ing between “On Line” and “SelecType” controls, to 
“End” multiple copy printing, to “Feed” any incom¬ 
plete pages, and to “Reset” the printer to the same 
state that is left by the power-on boot. The LCD panel 
always tells the printer state. On boot up, the LCD re¬ 
ports as the printer cycles through its boot health 
check-memory available, warming, ready. 

The N-S-E-W compass buttons permit navigation 
and function selection down a tree structure of various 
printer options, functions, and settings. It’s amazing 
how many choices are possible with so few controls. 
This is perhaps the most confusing part of the set up. 
A Quick Reference card is provided to help the naviga¬ 
tion. One of the four micro switches “SelecType” per¬ 
mits access to the LCD control panel. There are two 
levels: Level 1 allows the frequent accesses to the fonts, 
number of copies, setting paper sizes-15 different pos¬ 
sibilities—printer margin and image controls, and 
macro settings. More about macros in a moment. 
There is a “Status Sheet” command that prints the 
complete printer configuration for the emulation 
mode currently selected. The status sheet is a useful 
reference chart for repeated use, showing all parame¬ 
ter settings and samples of all fonts available. 

Level 2 contains the less frequent printer configu¬ 
ration options including emulation mode selection, set¬ 
ting serial/parallel interface parameters, allocating 
memory between serial/parallel channels, and be¬ 
tween image working store and I/O buffering, and two 
built-in test patterns—horizontal and vertical lines. 

The printer comes factory wired to a default set of 
configuration settings. You can always select “Factory 
Reset” if you wish to clear any changes you made. 


However, if you wish settings different from the factor 
values, you can create a macro. It’s very simple. In the 
Level 1 SelecType options is the command, “Save 
Macro,” which saves the current configuration sett¬ 
ings, to non-volatile RAM. You can have up to four 
macros, selected by the digits 1-4. There is another 
command to “Load Macro” that loads another printer 
configuration. You can “Delete Macro” and set the 
“Power-on Macro.” The latter command sets the 
printer boot configuration defaults to those of your 
chosen macro. The macro feature is a wonderful facili¬ 
ty for permitting five (four macros plus the factory 
setting) different printer configurations for different 
software jobs without the tedium of resetting parame¬ 
ters. I’ve already set my machine to boot in the FX 
mode rather than the factory default of the L-Jet2P 
mode.” 

With use, the complexity of option selection be¬ 
comes straight forward and less intimidating, and the 
ease of use is greatly valued. 

Using the EPL-78000 with the Atari ST 

I have an Atari 1040ST, Release 1.0 TOS, a 30MB 
Supra hard disk, a Supra 64K MicroStuffer printer 
buffer, a 3.5” and 5.5” B-drive, modem, and lots of 
softwar e—WordPerfect, WordWriter, Mighty Mail, 
PageStream, VIP Pro, Superbase 2, IS-Talk, PrintMas- 
ter Plus, Word Quest2, UIS III, lots of utilities, and 
programming tools, and special custom software. It all 
works with the EPL-7000. 

With my wife, and a small paid office staff, I run 
the California Traditional Music Society, (CTMS), a 
non-profit educational corporation keeping folk music 
and dance alive in America. CTMS runs its total busi¬ 
ness on the ST—budgets, letters, newsletters, festival 
and concert programs, ad copy, mailing list, database 
of artists and donors, and a unique custom festival 
workshop manager and scheduler program. Our ST 
typically runs 10 hours per day. We needed a laser 
printer for some time, but cost and our custom soft¬ 
ware needs slowed our procurement. 

After setup of the printer, I meticulously tried eve¬ 
ry program in my inventory. Some programs, like 
WordPerfect (WP), have lots of print drivers. WP had 
drivers for all three emulation modes, so I played with 
them all and set them as alternate printers. The WP 
“Printer Test Document” was very useful in testing 
the software-printer setup. Since Atari WP only does 
text, there is no difference in the output quality of the 
three emulation modes. Differences are in the control 
codes permitted by the emulated printer. For example, 
there is no option for landscape printing in the LQ or 
FX modes. There was no difference in printing time 
for different emulations. 

The next big test was with PageStream, (PS). 
Years ago, when I first purchased the package, I made 
a font test sheet of different typefaces, point and pitch 
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sizes. I ran that test sheet against the various emula¬ 
tions and PS print quality choices-draft (1) to quali¬ 
ty (7). Though the EPL-7000 has no draft mode, PS 
does. Also, the dot matrix emulation is certainly 
“draft” quality relative to the fine quality of the 
LasserJet IIP emulation. The LaserJet IIP emulation 
mode with PS level 7 quality gave the best results of 
any program in my inventory. I don’t have the 
PostScript cartridge for comparison, but it will not add 
much in output quality to the perfect dark letters and 
smooth curves, even at 72 points, my largest test case. 
Of course, the higher quality had PS doing a lot of 
work and me waiting many (5-10) minutes for the da¬ 
ta to transfer to the printer. (There’s a data transfer 
LED on the printer control panel that flickers as the 
computer sends data.) That’s more of a reflection on 
the Atari 8MHz 68000, and PS than the EPL-7000. 
The LQ and FX modes are faster for PS to generate 
the image. The EPL-7000 permits the user to specify 
the share of memory used for the I/O buffer and the 
image construction. This eliminates the frustration of 
insufficient memory for full page graphics as reported 
with the LasserJet III in the Current Notes 10/90 re¬ 
view of that printer. 

All the other programs were run in FX mode, as 
they did not have (or my release did not support) the 
LaserJet IIP or LQ printer options. There were no sur¬ 
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prises. I still need to experiment with VIP Pro using 
the landscape option of the printer to obtain really 
wide spread sheets. In all cases, the speed of the 
printer was very exciting after years of waiting for the 
9-pin to type out a quality PS graphic, or a multiple 
page double-strike quality report. Now it zips along at 
six pages per minute. 

Conclusion 

I’ve read much of the available literature on other 
high quality printers—the 24-pins, the Ink Jets, the HP 
line, other brands. I’ve read reviews in Current Notes 
on many of these choices. I find the EPL-7000 not on¬ 
ly does a good job on its own merits, but it answers 
most of the objections raised by those reviewers. The 
printer is fast, flexible, inexpensive, easy to use, com¬ 
patible with all ST software, and provides a growth 
path to upgraded capabilities. It can be used with the 
whole ST line, from 512K 520ST to the newer TT 
without the need to add memory to the ST. It is about 
twice the price of the high-end 24-pin and the Ink Jet 
printers for much finer quality output, comparable 
with the HP LaserJet IIP and clones, but with more op¬ 
tions and growth, and it is less than half the price of 
the PostScript printers. I’m still looking for gripes. It’s 
a wonderful printer. Buy one. 
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June 15-16: 

‘Pacific 'Kviduvttt 

Atcvti 'pta&val 

It’s been nearly 3 years since 
Seattle hosted the amazingly suc¬ 
cessful AtariTrek ’88. It’s been 
nearly 3 years since the Atari users 
in the area have celebrated the one 
thing they all have in common. 
And it’s been nearly 3 years since 
Atari developers and vendors have 
converged to the area to introduce 
their products to some of the most 
enthusiastic Atari fanatics on the 
planet. On June 15th and 16th of 
1991, we coordially invite you to 
take part in a long-overdue event: 
The Pacific Northwest Atari Festi¬ 
val in beautiful Vancouver, British 
Columbia, Canada. 

For further information re¬ 
garding the Pacific Northwest Atari 
Festival, call Terry Schreiber (604) 
275-7944. 

June 29-30: 

tyuat Aafa Atwti 

(Zamputt* Httn* 

The Great Lakes Atari Com¬ 
puter Users Conference will be 
held Saturday, June 29th, and Sun¬ 
day, June 30th at the Mercyhurst 
College Campus Center in Erie, 
PA. It is within an easy drive of 
many other major cities, and Al¬ 
bany. Many of these cities have 
strong user groups supporting the 
Atari computers who will be par¬ 
ticipating in this event 

With 14 flights daily, USAir 
provides the primary air service 
into Erie International Airport and 
is the host airline for the confer¬ 
ence. For conference attendees trav¬ 
eling by air, USAir is offering 35% 
off regular round trip coach air¬ 
fares and an additional 5% savings 
on published discount fares. Call 
1-800-334-8644 Ext. 7702 from 
Canada for reservations or addi¬ 
tional information. Refer to Gold 


File Number 13190000 and the 
Great Lakes Atari Computer Users 
Conference. 

Mercyhurst College is located 
at 501 East 38th St. and is easily ac¬ 
cessible from Exit 8 (PA Route 8 - 
Pine Ave./Parade St.) or Exit 7 (PA 
Route 97 - Glenwood Park Ave.) off 
1-90. Signs on the campus will di¬ 
rect you to the ample parking areas 
near the Campus Center. 

Show times are 10am to 6pm 
om Saturday and 10am to 5pm on 
Sunday. Tickets are only $3 at the 
door. Advance tickets are available 
through participating user groups 
and by mail at the discount price 
of $2. Door prizes drawings will be 
held throughout the day. Seminars 
on technical topics and commercial 
products for the Atari computers 
will also be offered on a continuing 
basis. 

To order tickets by mail, reg¬ 
ister as a seminar speaker or re¬ 
serve exhibit space write to 
GLACUC, R O. Box 10562, Erie, 
PA 16514 or call Patty Marshall 
(Vendor Contact) at 412-225-8637 
or Dennis McGuire (User Group/ 
Seminar Contact) at 814-833-4724. 

■Iniv 20: 

Ufa Pddpt Afai'ptM 

This event will take place at 
the Westgate Shopping Center in 
Asheeville, NC. Computer STudio 
has made arrangements for show 
space at the shopping center, and 
Blue Ridge ACE will be providing 
tables and display space as needed 
by exhibitors at no charge. 

Asheville is located in the 
heart of the Blue Ridge mountains, 
of the main vacation capitals in the 
east, and centrally located for easy 
accessibility for Atari users in most 
southeastern states. Last year’s first 
show drew Atarians from user 
groups in North Carotins, South 


Carolina, Georgia, and Tennessee 
to share ideas, socialize and meet 
with our main guest, Bob Brodie. 
This year’s show will be larger in 
scope and we’re anticipating a 
much larger turn out as well. For 
more information, contact Clifford 
Allen, c/o Computer Studio, West- 
gate Shopping Center, Asheville, 
NC 28806. 

July 27: 

AtanSpeit *)*)*) 

For the third year, Mid-Indi¬ 
ana ST (M.I.S.T.) will be presenting 
the Indiana AtariFest. The purpose 
of this show will be to promote 
public and business awareness of 
the Atari tine of personal comput¬ 
ers and game machines. Because of 
the larger than expected turnout 
last year (over 300 attendees) the 
show has been moved to the Castle 
way Business Park Conference 
Center rooms 1 and 2. In addition 
the CADRE, Inc. Training Center 
(in the same building will be avail¬ 
able for presentations throughout 
the day. For more information, call 
Bill Loring, BLAST, 812-336-8103 
(GEnie: W.LORING1) or Dan 
Ward, ASCII 317-254-0031 (GEnie: 
D.WARD10). 

October 12-13: 

Hie 70AA&S AtarUfrit 

AtariFest ’91 is presented by 
the Washington Area Atari Compu¬ 
ter Enthusiasts and will be held at 
the Sheraton-Reston Hotel, 11810 
Sunrise Valley Dr, Reston VA 
22091. User groups, seminars, ven¬ 
dors, software, hardware, swap 
room, desktop publishing, demon¬ 
strations, door prizes, midi games, 
telecom, education, entertainment, 
utilities, applications, IBM & Mac 
emulation, business, animation, 
art, graphics, developers, program¬ 
mers, friends, bargains, fun, & lots 
more... 

For more information, contact 
Charles Smeton at (301) 465-8628, 
or on GEnie mail as C.S.Smeton. 
For vendor information, contact 
John Barnes at (301) 652-0067, or 
on GEnie mail as J.D.Barnes. 
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Curse Of the Azure Bonds 

Award Winning AD&D Game Comes to Atari ST 

A Review by Alfred C. Giovetti 


The long awaited conversion of 
the award winning AD&D games of 
Strategic Simulations, Inc. to the 
Atari ST has arrived. Curse of the 
Azure Bonds is the only SSI “gold 
box game" or “Fantasy Role-Play¬ 
ing Epic” to be made available on 
the Atari ST format. Curse is set in 
the TSR, Inc.’s AD&D Forgotten 
Realms fantasy role-playing game 
setting. Curse concentrates on 
strategy and tactics for a small 
band of up to 6 player characters 
and up to two non-player character 
adventurers. 

Passaround Plot 

The story begins sometime 
after the events in the prior Forgot¬ 
ten Realms Fantasy Role Playing 
Epic, “ Poo/ of Radiance.” The 
game takes place in the area to the 
south west of Moonsea as it 
stretches from Phlan in the north¬ 
west to Tilverton in the southwest. 
The plot encompasses Shadowdale 
with Elminster and Lord Morngrim, 
just some of the most beloved 
characters of the Forgotten Realms 
lands. In addition to the many TSR 
books written on this area of 
Faerun, there are many AD&D offi¬ 
cial game adventures set in this 
area, including one on the Curse 
itself. 

The plot of the adventure is the 
computer recreation of a book of 
the same name written by Kate 
Novak and Jeff Grubb and pub¬ 
lished by TSR, Inc. Curse’s adven¬ 
turers awaken in an inn in the city 
of Tilverton with azure-blue sigils 
magically imprinted just under the 
skin of each character’s forearm. 
The bonds cannot be removed by 
any means and result in more 
proficiency in fighting. When the 
sigils glow, each character is 
possessed by the minds of those 


who made the blue sigils. While 
possessed, the characters are 
forced to perform evil acts. 

The characters are forced to 
search for the sigil’s creators and 
destroy them to free themselves 
from the curse. Curse possesses 
unique monsters such as behold¬ 
ers, salamanders, manticores, rak- 
shasa and margoyles. Our heros 
must overcome the challenges of 
the Fire Knife Cult (one of the red 
wizards of They); the cult of Moan- 
der; the feud between the Zhentil 
Keep High Priest of Bane and 
Dexam, The Beholder; and finally 
the reincarnate body of Tyranthraxis 
in the depths of the ancient elven 
ruins of Myth Draynor. 

Create a Real Character 

You can use a group of pre¬ 
rolled characters provided with the 
game, transfer your characters from 
Hillsfar, or roll your own characters. 
You may choose from a list of six 
races: dwarves, elves, half-elves, 
gnomes, halflings and humans. You 
may choose gender of male or 
female for your characters. When 
the character is created, the com¬ 
puter determines six randomly 
generated ability scores of strength, 
intelligence, wisdom, dexterity,con¬ 
stitution, charisma and another ran¬ 
domly generated factor, hitpoints. 

Newly generated characters 
enter Curse at the 5th level. Curse’s 
characters can advance to a maxi¬ 
mum level of 12 for thieves, 10 for 
clerics and 12 for all other classes. 
Your dungeon master is the com¬ 
puter and it will deal out even 
handed justice and high levels for 
all who earn them. You need not 
worry that a human dungeon mas¬ 
ter will decide that level 12 is too 
high and find your character biting 
the dust for good and starting over. 


The Modify feature of the 
character generation routine should 
allow most people to transfer their 
characters from any game or com¬ 
puter format to Curse. “Modify 
character” allows you to change 
the character statistics, hitpoints 
and character name to generate 
custom characters. You simply use 
modify to recreate your characters 
statistics from other games and 
your transfer of a favorite character 
or party is complete. 

You can pick from six character 
classes, including clerics, fighters, 
rangers, paladins, magic-users and 
thieves. Non-human characters can 
choose to be multi-class charac¬ 
ters and have up to three profes¬ 
sions to divide experience and hit 
point advancement among them. 
Multi-class characters are limited in 
advancement by race, strength and 
intelligence, except for thieves who 
have no limitations. Multi-class 
characters also split experience 
three ways so that 200,000 
experience on a 3 class character is 
66,666 per class. 

Human characters can be 
dual-class characters who are one 
class for the first part of their lives 
and have changed into a new class 
for the remainder of their lives. 
Once his level in the new class 
exceeds his level in his old class he 
can use both classes and will gain 
hit points normally. 

Interface Features 

While exploring, the left hand 
side of the video screen is devoted 
to a heads-up display of your 
surroundings, which in some areas 
can be toggled to an auto-mapping 
display. The right hand portion of 
the display is used for maintaining 
character statistics of armor class 
and hit points, while the lower panel 
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is reserved for messages. As you 
walk down the dungeon corridors 
the walls that scroll by are of many 
colorful and varied media, lending 
atmosphere to the chase. 

The monsters and other NPCs, 
when encountered, approach you 
in ever increasing sizes until they fill 
the dungeon window with their 
two-frame animated visage. Spe¬ 
cial characters and situations result 
in the whole top half of the screen 
being devoted to a computer art 
display which is, unfortunately, not 
animated. The graphics are basi¬ 
cally 8-bit but they do appear in 
brighter colors and better definition 
on the 4096 color Atari STE system 
than on the IBM EGA or VGA 
monitor in 16 color mode. 

The auto-mapping feature is 
virtually useless in most of the 
areas of the game. Many of the 
dungeon and wilderness areas dis¬ 
able it. But several areas can be 
auto-mapped after your group 
completes a few battles to “clear” a 
small local area of hostile monsters. 
If the game designers could figure 
a way to allow for a system of 
auto-mapping for the whole game, 
it would represent a significant 
addition to Curse. 

The Clash of Combat 

Curse’s tactical combat has 
been refined to a fairly efficient and 
very popular system. When combat 
begins, the left side of the screen is 
devoted to a semi-three dimen¬ 
sional diagonal perspective of the 
battle. The characters can move in 
any of eight directions by using the 
keyboard numerical keypad, mouse 
or joystick. Combat is resolved on a 
turn basis depending on relative 
dexterity of the combatants. A turn 
is composed of phases of move¬ 
ment and attack. There is a delayed 
turn phase which accommodates 
the time it takes to cast spells or 
allows you to time your movement 
and attack. 

The magic system for clerics 
and magic users is straight out of 
the AD&D rule books. Spells are 


limited to only a dozen or so spell 
types per level. Spells are cast in 
combat, camp or both. Some 
spells, like magic missile and fire¬ 
ball, become more powerful, in¬ 
volve larger areas and last longer as 
levels increase. The faithfulness of 
the magic system to the AD&D 
rules is one of the big pluses for 
this game series. 

Spells are limited to those of 
the 5th level due to the limitations 
of the character advancement 
levels. High level rangers and pala¬ 
dins can cast level one and two 
druidic and clerical spells respec¬ 
tively. In addition, the higher levels 
add to certain spells who use level 
as a multiplier of power, such as 
fireball and magic missile, range, 
radius, and duration. 

Combat can be handled 
manually or in auto mode. Some 
battles can be handled from begin¬ 
ning to end in auto mode, while 
others require the direction of the 
back rank ranged weapons, such as 
archers and spell casters. Where 
clerics or powerful wizards are in 
the back ranks of the enemy, you 
hit the space bar to disable auto 
mode and use ranged weapons to 
keep these powerful characters 
from casting spells such as hold 
person and death strike. 

Auto mode does sacrifice com¬ 
mon sense strategy. Auto mode 
may cause characters to run behind 
a wall, run away from the enemy, or 
move erratically from the side. 
Autocombat mode should allow the 
characters with bows to use them 
while approaching the enemy to 
engage with melee weapons. The 
auto combat feature should be 
made more intelligent. 

Combat has been streamlined. 
The action is quicker, and you will 
not have any five-hour battles as 
seen in Pools. Many battles are 
over in less than five minutes. The 
flight of arrows is abbreviated. With 
a few refinements the combat sys¬ 
tem could be a real joy. There are a 
lot of high level monsters in Curse. 
Characters die often and easily. 


Save your game often. 

Curse has mouse support. I 
personally prefer keyboard control 
of characters since I do not want 
arthritis in my first two fingers on 
the right hand. I like to use all my 
fingers. But those who enjoy mice 
say the interface speeds up the 
game and makes operations less 
tedious. Joystick is also supported 
for movement and may even be 
superior to the mouse for some. 

Sounds of Curse 

Several external IBM sound 
boards are supported, including the 
Roland MT-32, the Ad-Lib and the 
CMS Game Blaster. The Atari ver¬ 
sion of the game supports stereo 
sound capabilities of the STE. The 
STE sound and music score is far 
better than that heard on the IBM 
systems. Unfortunately, the ST ver¬ 
sion of Curse does not fully utilize 
the full sound capability of the STE. 

I, for one, find the story in the 
game to be the best part of the 
game other than the combat game 
system, so I would like to see more 
paragraphs in future games rather 
than less. The best part of the 
game is reading and living the story 
which I like to feel is just like being 
there. Secrets has the feel of being 
there more than any game since 
Pools. 

Conclusions 

If you liked the Pool of 
Radiance, Secret of the Silver 
Blades or Champions of Krynn, you 
will like Curse. The story is detailed 
and interesting and carries you right 
along. I finished the game after 
about 20 to 30 hours of play time. 
The game turns off after entering 
the last room containing Tyran- 
thraxis so do not enter the last 
room until you have finished 
exploring. If you like the best AD&D 
combat simulator available that 
comes with a great story, buy this 
one at $59.95. It is a steal. 

Strategic Simulations, inc., and 
Electronic Arts, 1810 Gateway Dr., 
San Mateo, CA ; (414)571-7171. 
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**560D: OTHERWUZ. 

(Q Wuzzlers is a hangman game with a 
twist: a picture hint is displayed with each 
wrong answer, thus increasing the chances 
for success. This file contains 
WUZZLERS.PRG and a WUZZLERS.DAT 
file with neatly 50 picture/word puzzles for 
the game. The .PRG file is the same as that 
found on CN library disk **542, but the pic¬ 
tures on this disk were designed by German 
computer artist Juergen Reichenwallner. 
(The words to be guessed, of course, are in 
English!) Words appropriate for 2nd grade 
through adult. Note: this program requires a 
DS drive; will not run from a hard disk. 

**561D/562D. THE BIBLE SERIES NEW 
TESTAMENT. 

These two disks contains 28 ARC files total¬ 
ing 1,311 files. The original disks where the 
ARC files are on, were formatted to 830K 
Twister format. After these file are unarced 
they will take up 8 SS/DD Disks. This pro¬ 
gram took seven years to develop and is Irv¬ 
ing Risch’s gift to the Atari Community. It 
will run ok on a floppy system, but a hard 
drive is recommended. 

**563D: GAME DEMOS. 

BUGST—' This is a one level playable demo 
of Bug Bash by Big Shot Software. You must 
clear the level of all trash. Collect trash by 
pulling down on the joystick and pressing 
fire. Only one piece of trash can be carried 
at a time. Fly over the trash can to drop 
trash. Use your insecticide gun to kill en¬ 
emies and watch out for the end of level 
guardian! 

CAPTIVE- Playable demo of Captive , an 
excellent futuristic game with the Dungeon 
Master mouse-view type gameplay. An ex¬ 
cellent game if you enjoy this type of adven¬ 
turing. 

MSTDRIVE—This is a two-level playable 
demo of Jupiter 9 s MasterDrive by UBI 
SOFT First, select a one or two player game. 
When the light turns green, accelerate by 
pressing fire. You can shoot the opposition 
by pushing up on the joystick. It is a three- 
lap race in all. On the second level, collect 
the ten bonuses before your competitor. Use 
the radar at the base of the screen to plan 
your journey. 

POND—This is a one mission playable 
demo of James Pond by Millennium. You 
must gather eight gold bars from the wreck 
of a large, sunken ship, and take each bar to 


the waiting row boat somewhere on the sur¬ 
face of the sea. Be careful though, as the 
shipwreck is lodged in a deep, dark underwa¬ 
ter cavern with many monsters and meanies 
out to get you. Excellent graphics and game- 
play! 

**564D: TEXT EDITORS. 

2BSFKEYS- 2-Bit F-Keys V0.92, allows 
you to assign a text string to your function 
keys. You can assign FI through F10. You 
can also assign Shift-Fl through Shift-FlO. 
After running the program & assigning 
your text to the function keys you can then 
run other programs (e.g. text editor word 
processor) and press a function key to print 
often used text (e.g. name, address). 
ELVISED, GNOME , and MGEMACS - 
These are three UNIX-style text editors for 
the ST. These editors were discussed in the 
June/July 1991 issue of START. Includes 
documentation. 

MINITX22—This is the "mini” version of 
the TX2 File Viewer version 1.42. It has 
most of the new features added since 1.35, 
including graphics, yet it is only about 4K 
larger than the old mini version. NOT a 
demo. This also fixes a bug in the mono¬ 
chrome display of large graphics. 

STEXT 14F—This is a new version of SText. 
Version 1.4e had a bug where it would not 
save a block properly. SText is a fast file 
reader that has block print and save, print to 
page to page, powerful status line, and sup¬ 
ports the STReport Index format. Many 
other powerful features. Shareware. 
IXLEER-Talker is a talking text file read¬ 
ing program. The speed and pitch are ad¬ 
justable. Version 1.1. 

TX2CNVT4~This is the lastest version of 
the TX2 Converter It has been updated to 
support GEnie Lamp PR magazine and AUA 
Newsbriefs. Also, Z*Net and STReport for¬ 
mating has been improved; most known 
bugs were removed. 

**565D: DESKTOP UTILITIES. 
GOGOST41—G oGo->ST is a replacement 
for the Desktop. It allows very quick access 
to all you programs and files. For example, 
to load a file called TEXTDOC into your 
Word Writer wordprocessor, just click one 
time on a TEXTDOC! When done, click 
once on LDW for a spread sheet session, 
then back to another wordprocessor session, 
all without seeing the Atari Desktop. This is 
a fully functioning version with a request for 
a shareware contribution. 
BOOrMSTR-BootMaster is an AUTO 
folder program that allows the user to con¬ 
figure the programs and data files to be 
used when the system boots. The program 
allows disabling and enabling of auto folder 
programs and desk accessories, in addition 
to providing access to renaming files so that 
multiple ASSIGNSYS files or other data 
files can be chosen instantly, on bootup! 
BootMaster can be configured to load each 


time you boot your ST or only when you de¬ 
press the ALT key. The program is small 
and easy to use. 

MAX3ODEM -This is the demo version of 
MaxiFile 3.0, the Supertool from CodeHead 
Software. MaxiFile 3.0 takes the concept of 
file management several steps beyond any 
previous ST program, with an awesome text 
viewer, a graphic/numeric display of disk 
space, an unparallelled file/folder search 
function, dual directory display (w/ simulta¬ 
neous window scrolling), full keyboard con¬ 
trol of everything, true MS-DOS disk for¬ 
matting, and much more! 
MENUPLUS—Mem Plus is a complete desk 
top enhancement that will allow you to 
quickly launch (run) up to 160+ programs 
on your hard disk or floppy disk. New ’’tree” 
style menu system allows you to set up Main 
Menus and Sub-Menus. Features: set up over 
160 different menu selections, view Degas, 
Spectrum and Neochrome files, show and 
print text files (show text uses the left and 
right mouse button for scrolling), edit and 
play ST-Replay sound files, set time and 
date, system colors and blittei; password fea¬ 
ture. Also included is the Menu Mate acces¬ 
sory. Menu Mate will allow you to view De¬ 
gas, Spectrum, Neochrome files, show/print 
text files. 

ZEST—Here is a little demo program that 
simulates the look of the NeXT desktop in 
GFA. Source code included. The demo in¬ 
cludes a calendar, database (address book), 
typewriter and paint program. Use the ZeST 
interface for your own GFA program! Re¬ 
quires a mono monitor. 

**566: CAPITAL FUN! 

Ver 1.00, (Q 1991 Enque Software, is de¬ 
signed to teach and reinforce fundamental 
capitalization rules. Capital fun was created 
for second to sixth graders, and tested exten¬ 
sively with the aid of the Lone Jack third 
grade in Lone Jack, Missouri. Although de¬ 
signed for class use, Capital Fun is just as ef¬ 
fective in the home. In the learn section 
each concept is presented as a rule and 
modeled for the student. The student then 
has opportunities for both guided and inde¬ 
pendent practice to ensure comprehension of 
the concept. Finally, in the apply section, stu¬ 
dents must remember and use all concepts 
learned within the context of a paragraph. 

**567: UTILITIES. 

ACC/3-Accessory V1.3, by Murray Levine, 
is a program that will let you load all of 
your accessories out of a folder called ACCS 
on the boot drive instead of loading them 
out of the root directory of the boot drive. 
This helps to keep your main directory less 
cluttered especially for hard drive owners. 
ARCSH25--ARC Shell 2.5, the program 
that adds a friendly and powerful GEM in¬ 
terface to ARCTTP and LHARC. Now fea¬ 
turing: an expanded link with CodeHead 
Software’s new MaxiFile III! ARC Shell 2.5 
takes advantage of a "back door” built into 
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MaxiFile III, letting you select multiple files 
for archiving—even files from different di¬ 
rectories—with one move! Choose every¬ 
thing you’d like to arc, and walk away from 
the computer while it does the work for 
you-no more waiting to select the next file! 
(Requires MaxiFile 3.0 or later.) Version 2.5 
also fixes a bug in ’Extract w/Query’ which 
prevented all files in an archive from being 
listed. Shareware! Copyright 1991 Charles F 
Johnson & LGF Software. 

AUTOARC-100% functional shareware 
program for the automatic archiving of 
files. AutoArc uses your archive program to 
create daily, weekly, monthly, or custom ar¬ 
chive files of selected file types. You can 
configure it to archive files after they reach 
any age. Also will delete arced files after 
they reach a specified age to keep your disk 
clean. Can be set to ignore files which have 
already been arced. Run as autoboot or 
manually. Includes a separate GEM based 
configuration program to set up multiple 
archive/delete schedules. 

DCBOOTIT -DC Boot It vl.O, (c) 1991 
Double Click Software. Freeware program. 
DC Boot It allows you to run a ’BOOT 
DISK’ from the desktop. Simply run DC 
Boot It, pop in a ’BOOT DISK’ (like a game 
disk) and BOOT IT! This has the real ad¬ 
vantage for accelerated computers, since 
you can set the machine speed before boot¬ 
ing. You can also go to 50 Hz mode before 
booting the floppy disk. 

DCLEFTY-W 1.0, Freeware from Double 
Click Software. DC LEFTY is for the left- 
handed Atari users. DC LEFTY swaps the 
LEFT and RIGHT mouse buttons. So now 
when you press on the right mouse button, 
it thinks it is a left mouse button, and vice- 
versa. 

DCPOPBAR-V1.Q , (c) 1991 Freeware from 
Double Click Software. DC PopBar gives 
the GEM desktop a ’popup’ menu of the 
menubar entries. Now all menu entries are 
available in a popup menu wherever the 
mouse is. 

DC-MLDC -With DC Right DC in 
stalled, a quick right mouse button click 
will emulate a left double click. 100% as¬ 
sembly. ST, STe and TT compatible. 
DCTOPPER--DC Topper will automagical¬ 
ly top the window under the mouse. Best at 
the desktop, but can be turned on in pro¬ 
grams. 100% assembly. ST, STe and TT 
compatible. 

FLRMT3-5 -Embeded custom formatter, 
direct FDC formatting (change all 5 sector 
gaps, select sector size of 128,256,512,1024 
bytes, skew formatting with a user se¬ 
lectable factor from 1 to 18 sectors and 
more!) Embeded virus utility: Intelligent 
virus checking (less falsing on boot disks) 
automatic virus templating and matching, 
graphic virus representation (DNA foot¬ 
printing of virus), user expandable known 
virus library, virus kill/immune. All this 
plus an expanded floormat main module 


with new multi drive/disk formatting,disk 
volume labelling, and the old functions (IBM 
formatting, undo accidental formats, change 
cluster/directory/fat size, space age interface. 
FUNKALERT-Funk Alert! Shareware by 
Charles E "Godfather of Soul" Johnson, (c) 
1991 Little Green Footballs Software, Vl.O. 
This is a tiny program (it uses less than IK 
when installed!) that assigns the buttons in 
GEM alert boxes to the function keys FI, 
F2, and F3! This means that any program 
that calls the GEM AES form-alert() rou¬ 
tine (i.e. almost every GEM program) now 
has built-in, easy to remember "hot key” 
equivalents for its alert box buttons! 
LZHU318 —Latest version of LHARC, ver¬ 
sion 1.1318. Complete with documentation in 
German and English. 

MKRMDIR -.ACC that will let you make or 
remove folders (dirs) within other programs 
that allow you to access the DESK menu. 
Good for those programs that do not have 
this option built in. 

MULTI135 -MultiArc 1.35, an archive shell 
with a difference. Extract multiple archives 
into separate folders with a single click from 
the desktop. Compatible with NeoDesk 3. 
Much more efficient for viewing and extract¬ 
ing from archives than traditional archive 
shells. Version 1.35 adds archive program 
configurability-you can change the com¬ 
mand prefixes passed to the archive pro¬ 
gram. This allows the program to be used 
with just about every archiver out there; lots 
of neato features. 

SQUEESIM --Squeezes the last drops of 
disk space out of IMG files and won’t hurt 
them a bit. Has the ability to auto-delete 
those semi-useless "sister" .GEM files TU 
creates. Squeezes 2% to 60% of extra space 
out of any IMG. This version preserves the 
time/date stamp of the IMG files. 
ULTRA-This program will "ARC" com¬ 
plete disks into a single file. Great for those 
demo disks with "Hidden" directories that 
can’t be accessed or copied by TOS. Works 
great! Note: needs two drives.) 

«568D: DYNACADD DEMO, V1.84. 

Two ARC files on this disk include part 1 
and part 2 of a two-part DEMO version of 
DynaCADD that replaces the eariier DEMO. 
This version contains both the Makeplot 
Program and The Font Editor as well as a 
complete save-disabled version of Dy¬ 
naCADD. Note: This is not the TT version 
although it will run on a TT Mono only! 
One meg or more!! (Replaces CN #460D.) 

#569: AIR WARRIOR V2.0e 
Air combat simlator for multi-player battles 
on GEnie or individually in practice mode. 
(Note: this disk replaces CN **520, V2.0b.) 
Improvemnts since version 2.0b include: 
The plane weight equation is now correct 
when the ammo is loaded on-line. A funny 
looking debug that was left in the radar code 
hasbeen removed. A terrain database prob¬ 


lem which caused the rivers to appear in the 
wrong place with respect to the mountains 
has been corrected. The pipper setting is 
now preserved between flights, (but not in 
config file). The tracers-with-no-bullets bug 
has been fixed. Gunnery has been modified 
to send additional data to the host to allow 
more sophisticated hit/damage calculations. 
Trucks have been added for your driving 
pleasure. The new terrain contains hills that 
can be drive over or landed on. A new com¬ 
mand F10 has been added to film playback 
which will display the elapsed time since the 
beginning of the film. The Host can now 
apply initial damage (or lower the fuel oc¬ 
tane) to a plane. Note: This version of Air 
Warrior has undergone very stringent test¬ 
ing between the different computers (Macin¬ 
tosh, Atari SX Amiga, and IBM PC) to en¬ 
sure that the flight performance of the dif¬ 
ferent planes is the same. 

New Disks Introduced in May 

#555D: Utility No. 49: ABFormat; Calen¬ 
dar Desk Accessroy V4.7 and CALSH47A; 
HotWire’s screen saver and mouse accelera¬ 
tor; IMG2ICN, convert .IMG files to Degas 
Elite; IMGVIEWR, view .IMG files in 4- 
windows; MCE; desk acc shows directory 
structure; ST-TOOLS, PC Tools look-a-like; 
TN-PCALC vl.2 a windowed printing/pro¬ 
grammers calculator, TLC-ATTR displays 
ALL files and allows changing attributes; 
TLC—FIXR, simple changing of text strings 
in programs; TLCFORM2, formats in a 
faST 9 sector or in a standard 10 sector for¬ 
mat. TLC-NAMR, allows use of ALL the 
ST’s characters in filename; TLC-PLAY, 
loads and manipulates ALL digitized sound 
file formats. TLC-SHOW, quick and dirty 
Spectrum viewer; X-MON, replacement 
driver for Moniterm monitor. 

#556D: Calamus No. 4. Glip fonts. ACU- 
RANSX, an Acuransx created in Outline 
ART. THEGUNTH, 2nd place winner and 
Jitney, 1st place winner in Outline ART con¬ 
test. MYCALNDR, calendar. PST FONTS. 

#557D: Hero! Demo, graphic adv game. 

#558D: ST Games: Amaze, (c/m). Dark 
Castle (c). Daniel’s Dungeon! (c/m). Reaction 
(c). Super Mastermind. 

#559D: Financial Utilities. FGRAPH demo 
produces many types of common business 
and scientific graphs. APROCALC, profes¬ 
sional, commercial-quality desktop calcula¬ 
tor. BIGBUX13, helps you manage your 
money. CHECK-BK and Chekbook vl.19. 

Disks are $4.00 each (10 for $35.) plus $1 
S&H/4 disks. Order from: CN Library, 122 
N. Johnson Rd., Sterling, VA 22170. VISA/ 
MC orders accepted (703) 450-4761. 
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Adventure Gaines 

362 A Dudley Dilemma 

363 Tark 

364 Susan, A Lustful 
Game (K) 

364 Love’s Rapture (R) 

365 Pork 

365 Des Ring 

366 Adv Game Toolkit 

366 Alice 

367 Colossal Cave 
367 Crusade 

367 Elf’s Adventure 

367 A Fable 

367 Ghost Town 

367 Paranoia 

367 Odieu’s Quest 

367 Squynchia Adventure 

367 Underground Adv 

Amlications 

370 Norad 

380 Revolution Handbook 
382 SubCal V1.14 
402 Construction Est. 

424 Micro RTX Demo 
440 Star 2000 
452 Andromeda (M) 

452 MegaBlit V2.8 (M) 

452 Public Painter (M) 

455 Inventory Pro, V3.0 

Desktop Publishing 
351 Pub Partner Fonts 

353 Print Master **3 

354 Print Master **4 

355 IMG Woodcuts 

357 Pagestream Fonts 

358 Calamus Fonts 

395 TeX: Program 

396 TeX: Printer Drivers 

397 TeX: MetaFont 

398 TeX: IniTeX, SliTeX 

399 TeX: PicTeX, MtfleX 
416 Clip Art Boiders 

431 KidPublisher Prof 

432 Calamus Fonts #2 
442 Clip Art-People 

453 Clip Art-Trans.l 

454 Qip Art-Trans.2 
457 Pub ST Borderpack 

Pcnw Programs 

384 Geography TUtor 
386 JILCAD 2D (M) 

407 Sheet 

411 SpirifWare Cone 
420 .ACCESS! 

445 Body Shop 
445 Geography Tutor 
450 Master Tracks Jr 

456 PageStream V1.8 
459 Atari Cash Register 


Games 

348 Companion 

348 Trivia Quiz 
356 Bolo 

359 Pentimo (M) 

360 Bermuda Race II 

361 Rocket Patrol 
361 Trifide 

373 Strip Breakout (R) 

383 Baseball Simulator 

387 Empire Maps 

388 Breach Scenarios 

389 Star Trek 

390 PileUp V2.0 

391 Super Breakout 
419 Blaster 

419 Invaders 
419 ST-Tetris 
419 Draw Poker V2.5 
419 Darts! 

421 ST Tetris (M) 

421 Dragon (M) 

421 MacPan (M) 

421 Sokoban (M) 

421 Draw Poker V2.5 (M) 
426 Mean 18 Courses 
428 Eco 

428 Orbit429 Alien 
Blockade 

429 Atom Smasher 
429 Gran Prix 

436 Stellar Starfighter 
436 Flight Levels 
436 Lunacy! 

438 MiniGdf (M) 

438 PBM Chess(M) 

438 Gilgalad Adv (M) 

438 GNCIPHER (M) 

446 PileUp V2.1 

447 Blobbrun 
447 Virtue 

Graphics 

368 Seq: Dunk Shot 

368 Seq: Pitch 

369 Seq: VJohnson 
371 Berthdd’s Pics «1 

392 Spectrum tt6-People 

393 Spectrum **7-Space 

394 Spectrum «8-Cars 

408 ANI ST 

409 Seq: Visitor 

409 Seq: Froggie 

410 Spectrum Clip Art 

417 Saturn Pics 

418 Seq: Skull 
418 Seq: Dalek 
418 Seq: ZNETart 

Language 

349 Xformer Prgs £1 

350 Xformer Prgs &2 
378 Elan-1 

400 GFA Tutorial 


347 Moterm Elite V1.41 
381 VariTerm, V3.81 
381DCOPY V3.2 
422 Uniterm, V2.0E 
449 HagTerm Elite V3.3 
449 MiniBBS 

Utilities 

352 Art Gallery 

352 Degas Snap 

352 Deluxe Slide ShowV2 

352 MetaView 

352 IMG Show 

352 ST Banner 

352 Image Ed Acc V0.65 

352 Snap Shot Acc 

374 Desk Manager V2.1 

374 Lil Green SelV1.4 

374 Pin Head V1.4 

374 DIRsleft 

374 Multidesk Vl.l 

374 HotWire Demo 

374 MIDI Max! V1.0 

375 MegaBlit V2.8 (M) 
375 Quick INF V1.3 
375 MegaWatt Acc 
375 Quick Find V1.5 
375 Quick Index V1.5 
375 MegaBoot V1.1 
375 Quick Label V1.0 
375 Quick ST V1.45 
375 Quick Print V1.0 

375 Quick View V1.4 

376 NeoDesk Icons 

376 NeoDesk Demo 

377 Atari HD Util V3.01 
379 DCOPY V3.2A 
379 DCOPY Shell V1.2 
379 Diskvfy 

379 Floormatter 
379 GEMlabel V3 
379 Pack V2 
385 DC Xtract Acc 
385 DC Clock V3.3 
385 DC Formatter V3.02 
385 DC Deskey V1.0 
385 DC Stuffer V0.9 
385 Mystic Formatter 
403 Cheetah V1.0 
403 Redirect 
403 Pack 

403 Pin Head V1.2 
403 Speed Reader! 

403 Address Database 
403 Disk Chart 
403 File Finder V1.2 

405 HP DeskJet Utilities 

406 Assassin 

406 Desk Manager V2.7 
406 BooST V0.9 
412 Arc-2-Lharc Switch 
412 Lharc-ST V0.51B 
412 ARC Shell V2.1b 


412 ARCTTP 
412 ARCX.TTP 

412 ARC521FX.TTP 

413 Check V1.1A 
413 Cheetah V2.0 
413 Diary Acc V1.7 

413 Recover Trash Vl.l 

414 DC Showit V1.0 
414 Lil Green Sel V1.6b 
414 Super Boot V6.0 
414 Quick Print V1.0 
414 Star Struck V1.3 
414 Switch 630 

423 Picswitch V7.0 
423 SPX Slide Show 
423 B-GIF Converter 
423 Conv to .IMG 0.90 
423 Convert PM V1.5 
423 Ideal IMG Size Acc 
423 Convert PM to PI3 
423 Print IMG Acc 
423 Degas-Pic Acc 
423 Degas-to-McPaint 
423 IFF Converter V3.1 
423 Convert Spec->Degas 
423 Multiple IMG Setter 
433 Diction Spell Check 
433 Disk Label Printing 
433 Form Fill V2.0 
433 FI St Screen Fonts 
433 GrafX Display V0.9 

433 Paperless Accountant 

434 Convert to .IMG 
434 Degas Elite Pixel 

Switcher Acc 
434 Invert Degas 
434 ElectroCop GIF Pics 
434 ViewGIF V0.8 

434 Alslide V2.1 

435 Flu V1.30 
435 Biorythm Acc 
435 Text-Dump V2.0 
435 UC’s Disk Lib V1.5 
435 UC’s Clock Acc V3 
435 UC’s RAM Acc VI 
435 UC’s MIDI Strobe 
439 2acypry/2accprg 
439 NeoDesk Canvas 


439 Clock Sync V1.6 
439 DCOPY 3.2A 
439 Fast LZHV2.0 
439 NeoDesk INF Labels 
439 RAMPLUS 
439 ST-UNZIP V2.7 
439 Templemon V1.19 
439 Unlzh V1.61 
439 UNTAR 
439 UUD V3.1 
439 UUE V3.1 
441 TCOS VU 
443 List66 
443 Print HP DJ 
443 Q-Text 
443 ReorgHD V1.003 
443 Sentry V1.01 
443 TVpecad Font Ed 
443 DCOPY V3.4 
443 DCOPY Shell V1.4 
443 DC Show It Vl.l 
443 INF Change 

443 Flexi-Fast 

444 Address Label PrV2 
444 Convert to .IMG 
444 GEMvelope! 

444 HP Dump 
444 Laserbrain fonts 
444 Trim (blanks) 

444 Monster V0.3 
444 Pin Head V1.5 
451 HP U Envelope Acc 
451 HP Laseijet Cont 
451 HP Jet Label Vl.l 
451 LaserJet VI +5fonts 
451 Pretty Print V1.0 
458 Sticker Pictures 

Word Processing 

372 MagniWriter 
401 ST Writer V3.4 
415 Hardware Mods No. 1 
425 DMC Laserbrain 
427 Hardware Mods No.2 
430 ST Writer Elite V3.8 
448 Kepco Edit 
448 Stevie V3.95 


^The programs listed above are available on 
cartridge ttl. Programs are listed by category. 
Within category, programs are listed by CN disk 
numbers. The three-digit number indicates the 
CN library disk on which the program can be 
found. Note: an (M) indicates monochrome only. 

CN cartrdges are available for $119.95 plus $4 
shipping and handling. Individual disks are avail¬ 
able for $4 each (10 for $35) plus $1 S&H for every 
4 disks. 

Order disks from: 

CN Library, 122 N. Johnson Rd, Sterling, VA 
22170. (703) 450-4761 

VISA and MC orders accepted. j 



9 5 D i s k $ 

»460- »554 

July *90 to April ’9t 


CjllujlL HjlLu. 

PD/Shareware 
Cartridge No. 3 

(c) 1991, Current Notes, Inc 



Adventure Caines 
494 Tkipan II (C) 

507 Text Adv Dev Sys 

507 Ditch Day Drifter 

508 Deep Space Drifter 
513 Disenchanted 

Desktop Publishing 
461 Calamus Outline 
Art Demo 

469 PageStream Font 
Editor 

470 Clip Art *14- 
People 

471 Clip Art *15- 
People 

521 Clip Art *16-01d 
Cars 

522 Clip Art *17- 
Cartoons 

523 Clip Art *18-Misc 
Themes 

524 Clip Art *19-High 
Res Pictures 

538 Calamus Fonts 
(Advertise, Architect, 
Barnum, Broadway 
Engraved, Causal 
Loose, Celtic 
Roman, Flash Book, 
Fancy Chancery, 
Harloe, Kleranden 
Heavy, Mouse, 
SchoolBook, St. 
Francis, Suizo, 
Tiphany, Univ Bold, 
Univ Roman, Wild 
West, Windzor.) 

552 Calamus Fonts 
(Lucifei; Tiempo, 
HORSE CAPS, 

LEE CAPS, MEDICI, 
ZALESKI CAPS) 
plus GEnie messages. 

Database 

545 Cardfile DV1.43 
545 Notes V0.9 
548 First Base V2.0 
554 Informer II D. 

554 R-Base D. 

554 TLC Address Book 

Demos 

460 DynaCadd D. 

464 Personal Finance 
Manager Demo 

465 Mail Pro Demo 
526 eSTeem PILOT D. 
541 God’s Word‘2 D. 


Education 
477 Class V2.05 

477 EZ-Grade D. 

485 Algebra 1: Linear 
Equations 

486 Algebra 1: Verbal 
Problems 

487 Basic Math Skills: 
Operations 

488 Grades, Interims, 
Student Teams 

495 TestMaster V2.01 
516 Stargate V3.0 (M) 
530 Cinema 
530 Flash Card 

Games 

462 Bloodwych D.(C) 

463 Blood Money 
Demo 

463 Wipeout D. 

465 Stocks and Bonds 
(M) 

478 SpaceWars V1.0 

479 Hero IID D. 

479 Swiftar D.(C) 

499 Starblade D.(C) 

500 Yolanda D.(C) 

500 Rick Dangerous 
D.(C) 

501 Photon Storm D.(C) 

501 Aquanaut D.(C) 

502 Kid Gloves D.(C) 
502 Back to the Future 

Demo (C) 

512 Sorry (C) 

512 ST Square (C) 

514 Pileup V3.0 (C) 

525 Gran Prix (C) 

532 Maniac Miner (C) 

532 Valgus 

533 Collapse VL1 (C) 
533 Jeopardy (C) 

533 Valgus“2 (C) 

533 THple Yahtzee (C) 

534 HacMan II (C) 

539 Toyota Rally D.(C) 
539 Flimbo’s Quest 

D.(C) 

539 Defender II D.(C) 

540 Simulcra D.(C) 

540 Spellbound D.(C) 
540 9 Lives D.(C) 

543 Midi Maze II 
550 STrabble 

550 Nova 


fir anhi£i 

482 Wallace »1 (C) 

483 Wallace «2 (C) 

484 Wallace *3 (C) 

491 Wild Flowers (C) 

497 Public Painter V0.1 
(M) 

518 Union Demo (C) 

Kid Games 

476 Me First! V2.0(C) 

504 KV-Match (C) 

504 Letter Hunt (C) 

504 Ench. Forest (C) 

504 KV-Geog-1 (C) 

505 SDI Adventure (C) 
505 Mansion Adventure 

(C) 

505 Mountain Adven¬ 
ture (C) 

535 KidMixup Plus (C) 

536 Rabbit (C) 

536 Santa Clause (C) 

536 Burger (C) 

536 Circus (C) 

536 Robin (C) 

537 Perfect Match (C) 
537 Makin’Aiken (C) 
537 KV-Fbnic (C) 

542 Wuzzlers (C) 

542 Rebus Writer 
547 Bamimals (C) 

547 The Wolf and 

Seven Kids (C) 

Music/MIDt 
46616-Voice Sequencer 
467 MIDI Music Maker 
496 Guitarist D. 

498 Equinox Sound- 
Thicker V2.5 

511 MIDI Mike V1.0 
511 Music Studio Song 
Player V1.2 
511 MS Player 
527 Alchimie Jr Music 
Sequencer 

527 Name That Tune 

528 Name That Tine 
Misc Songs 

529 Name That Time 
TV Songs 

544 Personal Music Li¬ 
brarian 

545 Musicalc V2.02 

546 TCB Thicker Demo 


Office 

464 Payroll V3.0 Demo 
464 Cost of Living Ad¬ 
juster 

464 Checkbook V1.14 
493 B/STAT Ver. 2.36 

Reference 

480 Current Notes Cat¬ 
alog 

481CN Macintosh Col¬ 
lection 

489 Area Code Locator 
489 Postal 

509 GEnie Files 9/90 
515 Starting Block Col¬ 
umns 

Telecommunications 

472 Instant Graphics! 
V2.14 

473 Instant Graphics! 
Utilities 

474 MiniTerm Desk 
Accessory 

474 MiniBBS Bulletin 
Board System 

510 Nite Lite BBS 
510 Vulcan Embassy 

BBS 

517 Aladdin Program 
520 Air Warrior, V2.0B 
553 Aladdin’s Magic 
Browser V1.1 
553 GE files in Aladdin 
format 

Utilities 

475 HyperScreen 
475 STDCAT V4.3 
489 Shreader V1.1 

489 Hot!Stat V1.1 

490 Virus Killer V3.ll 
490 Hospital 

490 Super Virus Killer 
490 Hu 

492 FastCopy III 
492 HyperFormat 
492 ARC Version 6.02 


494 GRV Shell Plus 
503 NeoDesk 3 D. 

503 NeoDesk CLID. 
506 TLC-Play 
506 TLC-Namr 
506 TLC-Form 
506 TLC-Attr 
506 Mouse—db V3.0 
506 Spirit Editor 
506 Al-Time 
506 Clock-5 
506 Mouse Accel. V3 
506 Ocultarx 
506 Idle-22 
506 UnLZH V1.72 
506 Volume 
506 ST Sentry V5.1 
519 Printer Utilities 
531 Quick ST 2.2 D. 
531 Little Green Selec¬ 
tor V1.88 

531 Gram Slam Gram¬ 
mar Checker D. 
548 Backup ST 
548 K-Text V1.33 
548 SText V1.1 
548 PFXPAK 
548 Library Master 
548 TX2-View V1.35 
D. 

548 Pinhead V1.8 
548 Bigcolor V1.05 

548 SANDP V2.1 

549 Arc to LHARC 
Switcher 

549 Arc Shell V2.3 
549 UNLZH V1.61 
549 ARC V6.02 
549 LHA V1.21 
549 Arcgsh V3.5 
549 Unerase 
551 SuperBoot V7.0 
551 Autosort 
551 Digiedit 
551 Picswitch 
551 Snaplt 
551 MassKill 
551 FormDoIt 


44; : MB---iiT9.95A] 


Note: A (C) indicates color monitor, (M) mono¬ 
chrome monitor, and ”D.” a demonstration ver¬ 
sion. These disks are all available on a single 44 
megabyte Syquest removable cartridge ($119.95 
plus $4 S&H). Disks can also be ordered indi¬ 
vidually for $4.00 each (10 for $35) plus $1 S&H 
for every 4 disks. Order from Current Notes Li¬ 
brary, 122 N. Johnson Rd, Sterling, VA 22170. 
(703) 450-4761. VISA and MC orders accepted. 



The Unknown Computer 

by Rick Keene 

There has been so much printed lately about how great 
things are going to be with Atari and its line of computers. 
Newer more powerful models, better and more expensive 
software imported from Europe (where they know a great 
computer when they see one), dealers’ shelves filled, better 
support, higher visibility in the general computer field, the 
list goes on. I think it’s still a wish list, however. 

Face it, unless you own an Atari, you wouldn’t be read¬ 
ing this magazine right now. All this great news we’ve been 
reading about, all these new and great graphic and desktop 
publishing software and updates to existing software; we’ve 
all read about them. We’ve all read it but how are the people 
who may need an alternative computer to Macs and IBMs go¬ 
ing to find out? In Bytel Publish ? Compute HoWl 

None of the above. What? Oh, Fm not asking how, I 
mean "How." It’s the title of a monthly, glossy, buy it at every 
bookstore’s magazine rack, seven dollar magazine. (Okay, that 
was a stretch, but bear with me please.) It’s a magazine about 
"ideas and techniques in graphic design." It says so under the 
title on the cover. If you’re a graphic artist, designer or illus¬ 
trator, you may already be familiar with the magazine. If 
you’re a graphic artist and can part with 
$7 a month for a magazine, get in touch 
with me and let’s go over client lists to¬ 
gether. 

Having been excited about the CEP 
show and the attention Atari received, I 
thought it might be a good idea for me to 
get in touch with How and ask if they’d 
be interested in what "other" graphic art¬ 
ists are doing with "other" computers. 

Occasionally, they have articles about 
computers and the artists who use them. 

So after much prompting by some people 
I trust, I thought that maybe, um, well, 
they might be interested with, er, what I 
do with it. 

Since I have to be my own PR man I sent them some 
samples. The usual stuff I did for DC comics, the interview 
with me that was published in the March ST Informer , and 
some copies of some Atari magazine articles about the ST/ 
Mega STe/TT computers and the showing at CEPs. You (I 
know I don’t) can have a bit of brain power, a dash of talent, 
money, power, any or all of that stuff, but if your timing is 
off, none of that will do you much good. It seems they al¬ 
ready "covered" computers for their next issue and they 
weren’t interested. I guess if it’s not Mac or IBM, it’s not 
worth covering. That’s how I felt when I received the letter 
from F&W (see box). 

After thinking about it some more, however, I feel that 
this is a positive letter. I feel that the door may still be open if 
they hear more about Atari’s computers. She states it right 


F&W Publications, Inc., 

1507 Dana Ave, Cincinnati, OH 45207 

April 30,1991 

Dear Rick: 

Thanks very much for submitting the enclosed as 
a possible article idea for our magazine. Unfortunately, 
we don’t see a good "fit" for this material in our editori¬ 
al calendar right now. We are just winding up a special 
issue focusing on computers and computer graphics, 
and it will likely be several months before we deal ex¬ 
tensively with the topic again. 

Please let us know if you have any particularly ex¬ 
citing projects in the works in the future. We don’t re¬ 
ceive information from Atari about its graphics sys¬ 
tems, and I was intrigued to hear they were in the mar¬ 
ket. 

Again, thanks for your interest in HOW. 

Regards, 

Bryn M. Mooth 
Assistant Editor I 


there at the end of the letter: "We don’t receive information 
from Atari... and I was intrigued to hear they were in the 
market." 

Seems to me that if magazines don’t even know you’re in 
the market, they can’t write about you. 
Who’s fault is that? If big bucks advertis¬ 
ing is out, then why can’t Atari at least 
send out information about their systems 
to magazines like this? How expensive 
can that be? When I finally talked to 
Bryn on the phone she said that she hon¬ 
estly didn’t know Atari made such pow¬ 
erful computers (surprise), and I didn’t 
hear one snicker from her. She was inter¬ 
ested. Maybe not exactly with what I was 
doing with the computer at the time, but 
she was interested. And I have to believe 
that if and when I do more with the com¬ 
puter, she’ll be interested. 

So this is what I think. If How magazine reads enough 
letters from inquiring Atari users as to why the Atari was 
overlooked, the magazine may give it a shot and write some¬ 
thing about it. They may even go looking for information 
about it. I still believe in letter campaigns. The address is at 
the end of her letter in case you missed it. Software develop¬ 
ers, send some information about the latest and greatest soft¬ 
ware. Artists, desktop publishers, doodlers, fire up that word 
processor and drop Bryn a note on why you think the Atari is 
great at graphics. You don’t do graphics on your computer? 
Send her a letter about the computer in general. Send her 
news clippings about the machine and the software that we 
read in our diminishing Atari magazines. If not, then we 
Atari users, and there are fewer and fewer daily, will be the 
only ones reading about this stuff in our own magazines, at 
least while they last. 

Tune in next month. The battle continues. 
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ATARI 8-BIT 

SOFTWARE - PARTS AND BOOKS FOR 
ATARI XL / XE & 800/400 COMPUTERS 


1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust¬ 
ments required. 

$4750 


POWER PACKS 

Exact replacement trans¬ 
former for 800/400,1050 
810,1200XL, 850, and 
XF551 units. Part #0017945. 


$-|450 


XL7XE SUPPLY 

Power Pakfor 900XL.60QXL >pOKOO 
130XE, 65XE & XE Gams. C. J 


KEYBOARDS 

New and complete subassembly. 
Easy internal replacement. 

130XE/65XE $35.00 

800 . $40.00 

800XL .... $29.50 
400. $12.50 


XL40 PIN LSI CHIPSET 

A Complete set of 40 Pin Large Scale 
Integrated Circuits for your 800XL, 
600XL or 1200XL computer. 

Great for quick repairsl Set 
contains one each of the $ 4 ^95 
following: CPU, GTIA, 

ANTIC, PIA AND POKEY. 


800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module. 
All boards are new, tested and complete 
with all components.$28.50 


800/400 MODULES 

NEW PARTS COMPLETE WITH ICS 

• CX853 16K RAM Module $9.50 

• 800/400 CPU with GTIA . $8.75 

• 800 10K "B" OS MODULE $8.75 

• 800 POWER BOARD ... .$14.50 

• 400 POWER BOARD .... $9.50 


MISCELLANEOUS 

600XL 64K UPGRADE KIT.$29.95 

13 PIN SERIAL I/O CABLE.$4.50 

SPECIAL - 3 I/O CABLES FOR $10.00 

ACE JOYSTICK.$7.95 

POWERPLAYER JOYSTICK $19.95 

U.S. DOUBLER.$27.50 

400 BOARD SET (W/O Kybd) $22.95 
PADDLE CONTROLLERS ... $9.95 

REV. M C M BASIC ROM 1C ... $15.00 

RAMBO XL w/o RAM IC'S .... $27.50 
CHIP SET for RAMBO XL- 256K $27.50 
850 or PR MODEM CABLE .. $14.50 

850 or PR PRINTER CABLE.. $14.50 
8 -BIT MONITOR CABLE .... $9.95 

PRINTER INTERFACE.$43.95 

P:R: CONNECTION.$62.00 

I/013 PIN PC CONNECTOR . . $4.50 

800XL RF MODULATOR. $9.50 

RF CABLE (COMPUTER TO TV) $3.75 
1050 TRACK ZERO SENSOR .. $8.50 
850 12pc 1C set - all except ROM $19.50 

ANIMATION STATION.$74.95 

SUPRA 2400 BAUD MODEM . $124.95 


BOOKS 

Mapping the Atari (XL/XE) $24.95 
Mapping the Atari (800/400) $18.95 
Compute’s First Book of Atari $ 12.50 
Compute’s Third Book of Atari 
(Includes a high quality type in 

Word Processor).$12.50 

First Book of Atari Graphics $12.50 
2nd Book of Atari Graphics $12.50 
Graphic Book Combo #1 & 2 $19.95 
Electronic Computer Projects $9.95 
XE USERS HANDBOOK $21.95 
XL USERS HANDBOOK $21.95 
Assembly Language Guide $21.95 
USING NEWSROOM.... $19.95 
YOUR ATARI COMPUTER $17.95 
Programmers Ref. Guide $14.95 
HackerBook Tricks & Tips $5.00 
Write Your Own Games ... $5.00 

How to 6502 Program_ $5.00 

Basic Reference Manual... $5.00 
INSIDE ATARI BASIC .... $5.00 
DOS 2.0 Reference Manual $7.50 
Tech Ref. Notes for 800/400 $19.95 
Basic Playground Workbook $5.95 


SAMS Repair manuals for 1050, 
800XL, 130XE, 800, 400 contain 
schematics, parts lists, labelled 
photographs, oscilloscope and 
logic level readings. $24.95 Each 


ATARIWRITER + PLUS 
WITH SPELLCHECK 

Complete Disk based package 

.... $29.95 


BOOKKEEPER & KEYPAD 

You get both Atari's 8 bit $ * 1^95 
professional bookkeeping * |y 
system and the handy CX85 
numeric keypad for one low 4 DISK 
prioe. Packages Factory sealed SET 


VISICALC SPREADSHEET 

Unleash the computing power Qc 

of your 8 bit Atari withVisicalc. $ i Q yi5 
Corrpute everything from home * ^ 

finances to high powered finan¬ 
cial projections. Hundreds of uses. Dl SK 


Super DataBase 1-2-3 

INNOVATIVE PRODUCT CREATES AMAZING 
DATABASE APPLICATIONS EVEN IF YOU 
HAVE NO PROGRAMMING SKILL. ONCE YOU 
CREATE A PROGRAM WITH SUPER 
DATABASE IT BECOMES A STAND-ALONE 
APPLICATION THAT RUNS ON ITS OWN. 
"GENERATE" YOUR OWN PROGRAMS TO 
KEEP TRACK OF EVERYTHING. * QC 

INCLUDES137 PAGE MANUAL - 3 DISKS $59^ 


P:R: CONNECTION 

Serial / Parallel interface for connecting 
a wide variety of standard RS232 
modems and standard Centronics 
Parallel printers to your Atari 8 -bit 
computer. Direct replacement for the 
850 interface.$62.00 

P:R: or 850 to Printer Cable .. $14.50 
P:R: or 850 to Modem Cable .. $14.50 


CALL TOLL FREE 
1 - 800 - 551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 


r CARTRIDGES 1 

For XL’s/XE's 800/400 

PAC-MAN Cartridge. 

$4.00 

DONKEY KONG Cartridge. 

$5.00 

DELUXE INVADERS Cartridge .... 

$4.00 

STAR RAIDERS Cartridge. 

$5.00 

JOURNEY TO THE PLANETS Cart. 

$4.00 

WIZARD OF WOR Cartridge .... 

$9.95 

LODE RUNNER Cartridge. 

$22.50 

FOOD FIGHT Cartridge (XL/XE) .. 

$19.50 

DESERT FALCON Cartridge. 

$14.50 

BATTLE ZONE Cartridge. 

$19.50 

BLUE MAX Cartridge. 

$19.50 

BALLBLAZER Cartridge. 

$19.50 

SUPER BREAKOUT Cartridge ... 

$17.50 

FINAL LEGACY Cartridge. 

$17.50 

ARCHON Cartridge. 

$19.50 

RESCUE ON FRACTALAS Cart. . . 

$19.50 

DAVID'S MIDNIGHT MAGIC Cart. 

$17.50 

ONE on ONE BASKETBALL Cart 

$17.50 

ACE OF ACES Cartridge. 

$22.50 

NECROMANCER Cartridge. 

$9.95 

GORF Cart. 800/400 Only. 

$4.00 

MILLIPEDE Cartridge. 

$10.00 

PLATTER MANIA Cart, by Epyx .. 

$7.50 

PENGO Cartridge. 

$12.50 

EASTERN FRONT Cartridge. 

$12.50 

ADVENTURE CREATOR Cartridge 

$12.50 

SILICON WARRIOR Cartridge .... 

$12.50 

MATH ENCOUNTER Cartridge ... 

$12.50 

MICROSOFT BASIC II Cartridge .. 

$26.95 

BASIC LANGUAGE Cartridge ... 

$15.00 

Editor/Assembler Cart. (No Manual) $9.95 

PILOT LANGUAGE PACKAGE . . . 

$17.50 

SPARTADOS-X Cartridge.... 

$59.95 

ACTION O.S.S Cartridge. 

$55.00 

ACTION TOOL KIT DISK. 

$19.95 

ACTION RUN TIME (DISK) ... 

$19.95 

MAC-65 O.S.S. Cartridge.... 

$55.00 

MAC-65 TOOL KIT DISK. 

$19.95 

BASIC XE Cartridge. 

$55.00 

R-TIME 8 Cartridge. 

$47.95 

EXPRESSI New Cartridge version 

$67.95 

SPINNAKER EDUCATIONAL CARTRIDGES 

KINDERCOMP Cartridge. 

$8.75 

FRACTION FEVER Cartridge... 

$8.75 

FACEMAKER Cartridge. 

$8.75 

ALPHABET ZOO Cartridge. 

$8.75 

UP FOR GRABS Cartridge. 

$8.75 

ALF IN THE COLOR CAVES Cart. 

$8.75 

DELTA DRAWING Cartridge.... 

$8.75 

STORY MACHINE 800/400 only 

$8.75 

LINKING LOGIC (Fisher-Price) Cart 

$8.75 

GRANDMA'S HOUSE (Disk). 

$8.75 

• DATASOFT DISKS • 

VIDEO TITLE SHOP 3 DISK BONUS PACK 

Contains VTS + 2 Companion Disks 

$14.95 

ALTERNATE REALITY (The City) 

$12.50 

ALTERNATE REALITY The Dungeon $12.50 

SARACEN Disk. 

$9.95 

GUNSLINGER Disk (64K). 

$9.95 

TOMAHAWK Helicopter Game 64K 

$12.50 

THEATER EUROPE Wa- Game .. 

$12.50 

BRUCE LEE Disk. 

$12.50 

MERCENARY Disk. 

$12.50 

THE GOONIES Disk. 

$12.50 

CONAN Disk. 

$12.50 

221-B BAKER STREET (64K) . .. 

$12.50 

221-B BAKER ST. Case Library 1 

$9.95 

221-B BAKER ST. Case Ubrary 2 

$9.95 

Napolean in Russia (Borodino 1812) 

$12.50 

BISMARCK. 

$12.50 

ZORRO. 

$9.95 

MOONSHUTTLE. 

$4.95 

CROSSCHECK. 

$7.50 

MICROPROSE DISKS 

• F-15 STRIKE EAGLE. 

$14.95 

• TOP GUNNER COLLECTION ... 

$14.95 

• SILENT SERVICE. 

$14.95 

• KENNEDY APPROACH. 

$14.95 

• SPITFIRE ACE. 

$14.95 

• DECISION IN THE DESERT . . . . 

$14.95 

• CRUSADE IN EUROPE. 

$14.95 

• CONFLICT IN VIETNAM. 

$14.95 

• HELLCAT ACE. 

$9.95 

• INFOCOM DISKS • 

• WISHBRINGER. 

. $14.95 

• MOONMIST. 

. $14.95 

• SEA STALKER. 

$9.95 

• PLAN ETF ALL. 

$19.95 

• INFIDEL. 

. $14.95 

• CUT THROATS. 

. $14.95 

• BALLYHOO. 

. $14.95 

• SUSPENDED. 

. $14.95 

• ZORK1. 

$14.95 

• DEADLINE. 

. $19.95 

•• DISK BARGAINS • • 

• SUMMER GAMES BY EPYX .... 

$4.75 

• ALIEN AMBUSH. 

$4.95 

• SPIDERMAN. 

$4.95 

• TECHNA-COLOR DREAM. 

. $4.95 

• REAR GUARD. 

. $4.95 

• ROCKET REPAIRMAN. 

. $4.95 

• SPEED KING. 

. . $4.95 

• STRATOS. 

. $4.95 

• WOMBATS 1. 

. $4.95 

• FREAKY FACTORY. 

. $4.95 

k • THE GAMBLER. 

$7.50 , 

L. _ 

_ A 


T D'sks-XL’s/XE’s/ 800 l 

ATARIWRITER + With Spellcheck 

$29.95 

NEWSROOM (1050or XF551 - 64K) $13.50 

AUTO DUEL. 

$15.00 

GAUNTLET (64K). 

$12.50 

Deeper Dungeons (Req. Gauntlet) $16.95 

INFILTRATOR (64K). 

$16.95 

TRAILBLAZER by Mindscape .. 

$16.95 

CROSS COUNTRY ROAD RACE 

$12.50 

GHOSTBUSTERS Disk. 

$9.95 

CYCLE KNIGHT. 

$9.95 

SEVEN CITIES OF GOLD. 

$9.95 

RACING DESTRUCTION SET .. 

$9.95 

ONE ON ONE BASKETBALL... 

$9.95 

LORDS OF CONQUEST. 

$9.95 

F-15 STRIKE EAGLE Disk. 

$14.95 

TOP GUNNER COLLECTION ... 

$14.95 

SILENT SERVICE Disk. 

$14.95 

VISICALC Spreadsheet . 

$19.95 

MASTER CHESS Disk. 

$5.00 

L. A. SWAT. 

$7.50 

WOMPER STOMPER Disk. 

$9.95 

FORT APOCALYPSE Disk. 

$7.50 

ELECTRA-GUDE Disk. 

$7.50 

MIND MAZES (Educational). 

. $7.50 

VIDEO VEGAS Poker & Slots. 

$9.95 

STRIP POKER. 

$25.00 

ACTION BIKER. 

$8.75 

KICK START. 

$8.75 

MONEY TOOLS (Financial Utility). 

. $9.95 

DIG DUG Disk. 

$9.95 

PUZZLE PANIC Disk by Epyx .... 

$9.95 

CEST'E LA VE Disk. 

$9.95 

OUN EMERALD (Jr., Adv.). 

$9.95 

MOVIE MAKER (Graphics). 

$9.95 

FINANCIAL COOKBOOK. 

$9.95 

SONG WRITER. 

. $9.95 

PREPPIE and PREPPIEII (2 GAMES) 

$9.95 

GOLDEN OLDIES (4 Classic Games] 

i $9.95 

BUCKAROO BANZI. 

$12.50 

WARGAMES (Based on the Movie) 

$12.50 

DAY AT THE RACES (Horse Race) 

$12.50 

CHESSMASTER 2000. 

$12.50 

PINBALL CONSTRUCTION SET 

$12.50 

BRIDGE 4.0. 

$12.50 

PEGAMMON. 

$12.50 

MUSIC CONSTRUCTION SET . .. 

$12.50 

TRIAD (Arcade / Action Game)... 

. $12.50 

FOOBLITSKY Disk / Board Game 

$12.50 

BEYOND CASTLE WOLFENSTEIN $12.50 

TEMPLE OF APSHAI. 

$12.50 

A LI-ANTS Disk. 

$12.50 

MOUSE QUEST Disk (64K). 

$12.50 

ELECTRONIC DRUMMER Disk .. 

$12.50 

PIRATES OF THE BARBARY COAST $12.50 

NICKERBOCKER Disk. 

$12.50 

BOULDER DASH Construction Set 

$12.50 

12 SCOTT ADAMS ADVENTURES 

$12.50 

SORCEROR at Claymourge Castle $12.50 

HACKER Adventure by Activision 

$12.50 

MIND SHADOW Adventure 64K .. 

$14.95 

GHOST CHASER. 

$14.95 

GUITAR WIZARD (Music Tutor) .. 

$14.95 

BLAZING PADDLES (Graphics) .. 

$14.95 

SCHEMATIC DESIGNER. 

$24.95 

THE SCANALYZER. 

$29.95 

Advanced Protection Techniques 

$24.95 

BASIC TURBOCHARGER. 

$23.95 

CHIPMUNK. 

$34.95 

YOUR ATARI COMES AUVE . . . 

$23.95 

SPARTADOS CONST. SET .... 

$27.50 

SPARTADOS Tool-Kit. 

$27.50 

TYPESETTER. 

$25.00 

RUBBER STAMP. 

$19.50 

UK DATA PERFECT Database... 

$CALL 

PRINT SHOP. 

$39.95 

SSI QUALITY SIMULATIONS 

SSI MECH BRIGADE. 

$19.95 

SSI U.S.A.A.F. 

$19.95 

SSI SONS OF LIBERTY. 

$19.95 

SSI SIX GUN SHOOTOUT. 

$19.95 

SSI KNIGHTS OF THE DESERT . 

$19.95 

SSI Rebel Charge at Chickamauga $14.95 

SSI SHILOH - GRANTS TRAIL .. 

. $14.95 

SSI THE ETERNAL DAGGER ... 

. $14.95 

SSI FIELD OF FIRE. 

$14.95 

SSI WIZARDS CROWN. 

$14.95 

SSI GEMSTONE WARRIOR. 

$14.95 

SSI IMPERIUM GALACTUM. 

. $19.95 

SSI WARSHIP.. 

. $19.95 

SSI WAR IN RUSSIA. 

$19.95 

SSI NAM. 

$19.95 

SSI WARGAME CONSTRUCTION SET $14.95 

SSI SHATTERED ALUANCE .... 

$19.95 

SSI FORTRESS (Strategy Game) 

$19.95 

SSI CYTRON MASTERS (Arcade) 

$14.95 

• • EDUCATIONAL DISKS • • 

MASTER TYPE (Typing Tutor)... 

$15.00 

LINKWORD SPANISH. 

$22.50 

LINKWORD GERMAN. 

$22.50 

LINKWORD FRENCH. 

$22.50 

A+ SPELLING (4 DISKS). 

$19.95 

A+ LEARN TO READ (3 DISKS) .. 

$19.95 

A+ READING COMPREHENSION . 

$19.95 

SAT MATH. 

$17.95 

SAT VERBAL. 

$17.95 

HODGE PODGE (AGE 1-6). 

$13.50 

MONKEY MATH ( AGE 4 - 10).... 

$17.50 

MONKEY NEWS (GRADES 1 - 6). 

$17.50 

TEDDY BEAR Rainy Day Games.. 

$12.50 

^COUNTING & ADDING with Tink .. 

$9.95 


AMERICAN TECHNA-VISION 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.S. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No 
personal checks on C.O.D. - Shipping: $4.75 shipping and handling on orders under 
$150.00. Add $3.75 for C.O.D. orders. In Canada or P.R. total $8.00 for shipping 
and handling. Foreign shipping extra. Calif, residents include 7 % sales tax. All 
products new and guaranteed. All sales final. Send S.A.S.E for free catalog. 

Prices subject to change without notice. Atari is a reg. frademark of Atari Corp. 
























































































































































Members of listed Atari clubs may subscribe to Current Notes at a discount rate of $23/ 
year (or $42 for two years)- over 40% off the newstand price! Add your club to this 
list For more information, call Joyce (703) 450-4761. Note: Canadian clubs are also 
eligible. Rates for Canadian chib members are $31/year (or $58/2 years). 


Alabama 

Alabama ACE, Joe Moudry, PO Box 1205, 
Tuscaloosa AL 35403-1205 205-556-1781 
Huntsville AUG, Levin Soule, 3911W 
Crestview, Huntsville AL 35816 
205-534-1815, BBS: 205-722-0900 
Arizona 

NW Phoenix Atari Connection, Paul Parks, 
PO Box 36364, Phoenix AZ 85067 
602-278-2375 

SE Valley Atari Connection, Tim Bar, PO 
Box 662, Chandler AZ 85224 
602-821-1200 

Tucson Atari Central, Ray Waters, 1426 W 
Kilbum Rd, Tucson AZ 85705-9232 
602-887-4196 

Arkansas 

Little Rock Atari Addicts, Keith Steensma, 
28 John Hancock Cir, Jacksonville AR 
72076 501-985-2131 
California 

ACAOC, Larry Weinheimer, PO BOX 9419, 
Fountain Valley CA 92708 714-969-9053 
AUGIE, Don Lucia, 3905 N Lugo Ave, San 
Bernardino CA 92404 714-880-3539 
Antelope Valley ACE, Dan Mason, PO Box 
900512, Palmdale CA 93590 
805-945-9780, BBS: 805-723-0093 
Atari Anonymous User Group, Todd Bane, 
PO Box 1433, Upland CA 91786-1433 714- 
737-4329, BBS: 714- 625-4251 
Atari Bay Area Computer Users’ Society, 
Bill Zinn, PO Box 22212, San Francisco 
CA 94122 415-753-8483 
Atari Computer Enthusiasts Society, Tara 
Jacobs, PO Box 3023, San Dimas CA 
818-331-1172, BBS: 818-813-1053 
Atari Federation, Chester Hadely, PO Box 
5367, Vandenberg AFB CA 93437 
805-733-4177 

Atari Users’ Group of the Inland Empire, 
Don Lucia, 3905 N Lugo, San Bernardino 
CA 92404 714-883-3547 
Bakersfield ACE, Anthony Garcia, PO Box 
40203, Bakersfield CA93308 
805-397-9566 

Cajon Computer Club, Tim Adams, 639 
West 36th St, San Bernardino CA 92405 
714-882-6784 

ERACE, Gary Martin, 1906 Avineda Del 
Diablo, Escondido CA 92025 
619-489-9872 

FEAST, Dale Ellis, PSC Box 7075, APO San 
Francisco CA 96293 

HACKS, John King Tarpinian, 249 N Brand 
Blvd *321, Glendale CA 91206 
818-246-7286 

Long Beach ACE, Lee Curtis, PO Box 
92812, Long Beach CA 90809-2812 
213-423-2758 

NOCCC ST-Sig, Dain Leese, 3852 Balsa, 
Irvine CA 92714 714-552-5185 


Pass Area ST Enthusiasts, Steve Millet; 
1145 W Westward, Banning CA 92220 
714-849-7927 

RAM of Ventura County, Tim McCoy, PO 
Box 112, Camarillo CA 93011 
805-482-4788, BBS: 805-987-6985 

SMLACE, Eric A. Daniels, PO Box 2286, 
Orcutt CA 93457-2286 805-929-3296 

ST ACE of Sonoma County, Hal Ander¬ 
son, PO Box 4916, Santa Rosa CA 95402 
707-542-1745 

San Diego ACE, Mike Bergman, PO Box 
900076, San Diego CA 92120 
619-558-7866, BBS: 619-689-8157 

San Diego ST Users Workshop, Chester 
Edwards, 902 Nolan Way, Chula Vista CA 
92011 619-224-5090 

Santa Barbara ACE, Avery Galbraith, PO 
BOX 3678, Santa Barbara CA 93130-3678 
805-687-1075 

Santa Clarita Valley ACE, Mark Ostrove, 
19449 Nadal St, Canyon Country CA 
91351 805-252-6881 

The Desert Atarians, Lee Ellis, 47-800 
Madison St *53, Indio CA 92201 
619-342-1600, BBS: 619-342-1647 
Colorado 

Front Range AUG, Jerry Belfor, 3012 Rock- 
borough Ct, Fort Collins CO 80525 
303-223-2604, BBS: 303-223-1297 

Pikes Peek and Poke ACE, Rick Reaser, 

PO Box 17779, Colorado Springs CO 
80935-7779 

Coanggtteul 

AUG of Greater Hartford, William 
Midyette, PO Box 289, Windsor Locks CT 
06096-0289 203-627-6996, BBS: 
203-623-3759 

Fairfield County ACE, Paula Burton, 362 
Hattertown Rd, Monroe CT 06468 
203-452-1716 

ST Atari Road Runners, Madelon Wilson, 
15 John St, Ansonia CT 06401 

ST Atari Users Society, Brian Rufini, 176 
Burnside, E. Hartford CT 06180 
203-289-7903 

Delaware 

Central Delaware ACC, Tom Baldwin, PO 
Box 545, Camden DE19934 302-678-9411 
Florida 

Atari Boosters League East, Hadley Nel¬ 
son, PO Box 1172, Winter Park FL 32790 
Georgia 

Middle Georgia AUG, Pete Miller, 115 Fea- 
gin Mill Rd, Warner Robins GA 31088 
912-328-8758 
Idaho 

Boise User Group, Frank Chan, 1717 S Cur¬ 
tis Rd, *31, Boise ID 83705 208-376-5603, 
BBS: 208-377-1465 

Rattlesnake ACE, Carson Walden, 301 Birch 
St, Mountain Home ID 83647 
208-587-7476, BBS: 208-587-7603 


Illinois 

CUSTUG, Lee Johnson, PO Box 3442, 
Champaign IL 61820 217-356-7916, BBS: 
217-892-5512 

Central Illinois AUG, Robert Handley, 1920 
East Croxton Ave, Bloomington EL 
61701-5702 309-828-4661 
Eastside AUG, Hank Vize, 2425 Crislisa Dr, 
Alton IL 62002 618-465-0342, BBS: 
618-254-6077 

Galesburg AUG, Michael Burkley, PO Box 
55, Viola IL 61486 309-596-4152 
Lake County ACE, Dwight Johnson, PO 
Box 8788, Waukegan EL 60079 
312-623-9567 

Q.C. ACC, Roger Bekel, PO Box 1036, Mo¬ 
line IL 61265309-797-6213 
ST Information Group, Joe Lambert, 1116 
Woodlawn Ct, Pekin IL 61554 
STar Users’ Group, Dennis Guthrie, 14121A 
Galaxy Ave, Belleville, IL 62225 
618-235-7871 

Surburban Chicago Atarians, Alvin Ries- 
beck, PO Box 7226, Roselle IL 60172 
708-985-0693, BBS: 708- 231-7227 
Indiana 

Atari ST Computers in Indianapolis, Dan¬ 
iel Ward, 1752 Alimingo Dr, Indianapolis 
IN 46260 317-254-0031 
Bloomington Atari ST User Group, Wil¬ 
liam Loring, PO Box 1111, Bloomington 
IN 47402-1111, BBS: 812-332-0573 
Calumet Region Atari Group, Jeff Coe, PO 
Box 10995, Merrillville IN 46411-0995 
Eli Lilly Corp ST Users’ Group, Karl 
Werner, Eli Lilly Corp Cntr, Indianapolis 
IN 46285 317-276-3020 
Purdue AUG, Drew Whitehead, 282 
Littleton St, *332, W. LaFayatte IN 47906 
317-743-5122 
Iowa 

Midwest Atari Group-Iowa Chap, Gordie 
Meyer; PO Box 1982, Ames IA 50010 
515-232-1252 

Kansas 

Ft. Leavenworth Atari Group, PO Box 3233, 
Ft. Leavenworth KS 66027 
Lawrence ACC, Robert Drake, PO Box 
1415, Lawrence KS 66044 913-842-5961 
Midwest ST Atari Resource, Gary Leach, 
7213 Mastin, Merriam KS 66203 
Wichita ACE, Marilyn Merica, 501 Trotter, 
Maize KS 67101 316-722-1078 
K&rtusk 

Atari Exchange of Louisville, Don Garr, 
PO Box 34183, Louisville KY 40232, BBS: 
502-456-4292 

Imismt 

New Orleans ACE, Matt Absalom, PO Box 
73236, Metairie LA 70033 
Maryland 

AURA, Steve Duggan, PO Box 7761, Silver 
Spring MD 20910 301-890-3889 
Frederick ACE, Buddy Smallwood, 923 N 
Market St, Frederick MD 21701 
Maryland ACC, James Hill, 8591 Wheatfield 
Way, Ellicott City MD 21043 
301-461-7556 
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Meade Atari ST, Bob Johnson, 1616B For 
rest Ave, Ft. Meade MD 20755 
Massachusetts 

Boston Computer Society/Atari, Jerry Feld¬ 
man, One Center Plaza, Boston MA 02108 
617-244-3025, BBS: 617-396-4607 

Nashoba Valley Atari Computer Users* So¬ 
ciety, Ray Wallace, PO Box 456, Maynard 
MA 01754 508-534-0699 

South Shore Atari Group, Norman Bouch* 
ei; PO Box 129, Boston MA 02136 
617-361-0590 

Western Mass AUG, David Scarpa, 285 A 
Gates St, Palmer MA 01069-9617, BBS: 
413-589-1382 

Michigan 

Great Lakes Atari ST Support, Byron 
Johnson, PO Box 99737, Troy MI 48099 

Michigan ACE, PO Box 2785, Southfield, 

MI 48037 

Michigan Atari General Information Con¬ 
ference, Mike Lechkun, 4801 Martin Rd, 
Warren MI 48092-3491, BBS: 

313-978-7363 

ST INterest Group, Ron Schultheis, PO Box 
321, Marne MI 49435-0321 246-6269, 

BBS: 891-8740 

Minnesota 

Minnesota Atari ST, David Paschall-Zim- 
bel, PO Box 12016, New Brighton MN 
55112, BBS: 612-472-6582 
Mississippi 

Coastal Area AUG, Lowen Overby, PO Box 
5098, Biloxi MS 39534 601-388-1515 
Missouri 

ACE St Louis, Joan Ryan, PO Box 6783, St. 
Louis MO 63144 314-645-6431 

Kansas City ACE, Ben Stockwell, 8916 Wal¬ 
nut St, Kansas City MO 64114 
816-444-6187 

M ontana 

Rattlesnake ACE, Tom TUcker, PO Box 
9457, Missoula MT 59807 406-626-4410, 
BBS: 406-777-3992 
Nevada 

High Sierra Users* Group, Michael 
O’Massey, PO Box 2152, Sparks NV 
89432 702-972-3659 

Ncn Hampshire 

Nashua Area ST User’s Soc, Don Pe¬ 
ters, 51 Cheyenne Dr; Nashua NH 03063 
603-883-0347 

Ncy 4cr$c.Y 

Jersey Atari Computer Group, PO Box 
5206, Newark NJ 07105-0206 
908-241-4554 

Ncw...Yftrk 

ACE of Syracuse, Kenneth Wickert, 204 E 
Patricia Ln, North Syracuse NY 
13212-3218 315-458-6077 

ACO of Rochester NY, Bruce Nelson, PO 
Box 23676, Rochester NY 14692 
716-334-5513 

ACUG of Westchester, Roily Herman, 4 
Charlotte St, White Plains NY 10606 
914-946-4134 


Buffalo Region Atari Group for ST’s, 

Mark Pierro, PO Box 1035, Buffalo NY 
14225 716-691-7844 

Capital District ACE, Joe Bogaard, PO Box 
511, Delmar NY 12054 518-785-4071, 

BBS: 518-237-1232 

Long Island AUG, Harvey Schoen, PO Box 
92, Islip NY 11751 516-221-2964, BBS: 
516-221-8462 

Rockland ACUG, Richard Bloch, 29 River- 
glen Dr; Thiells NY 10984 914-429-5283 
North Carolina 

Atari Computer Users Society of Fayet¬ 
teville, Howard Abner, PO Box 1117, Fayet¬ 
teville NC 28302 919-484-7060, BBS: 
919-323-3934 

Blue Ridge ACE, Sheldon Winick, 40 West- 
gate Parkway *IJ Asheville NC 28806 
704-251-0201 

Greenville ACE, Mary Anne Terminato, 19 
Alpine Way, Greenville NC 29609 
803-292-2690 

Piedmont Triad AUG, Danny Hartman, PO 
Box 1073, Greensboro NC 27402 
919-722-9902 

Triangle Computer Club, Donald Nelson, Rt 
3, Box 760, Hillsborough NC 27278 
919-942-2764 
Ohio 

Cleveland ACE, John Savarda, PO Box 
93034, Cleveland OH 44101-5034 Cuya¬ 
hoga Vallen Atari Computer Club, Don 
Crano, PO Box 9173, Akron OH 
44305-0173 376-7618, BBS: 376-0885 

Miami Valley ACE, Joe Lovett, PO Box 
24221, Dayton OH 45424 513-847-3970 

Northern Ohio Atari Helpers, Doug Novak, 
5538 Pearl Rd, Parma OH 44129 
216-845-6260, BBS: 216-582-1904 
Oregon 

Portland Atari Club, David Moore, PO Box 
1692, Beaverton OR 97005 503-240-1913 
P-finasylvaaia 

Allentown Bethlehem Easton’s ACE, PO 
Box 2830, Lehigh Valley PA 18001 
215-868-4856 

N.E.A.T., Allan Zaluda, PO Box 18150, 
Philadelphia PA 19116-0150 215-677-6751, 
BBS: 215-677-1370 

Pittsburgh ACE, PO Box 13435, Pittsburgh, 
PA 15243. 

Southcentral Pa ACE, Richard Basso, PO 
Box 11446, Harrisburg PA 17108-1446 
717-761-3755 

Spectrum Atari Group of Erie, Earl Hill, 
PO Box 10562, Erie PA 16514-0562 
814-833-9905, BBS: 814-833-4073 

Westmoreland Atari Computer Organiza¬ 
tion, Keith Krause, 230 Clairmont St, 
North Huntingdon PA 15642 412-834-5678 
Rhode Island 

Rhode Island ACE, Steve Dunphy, 192 Web¬ 
ster Ave, Providence RI02909 
401-621-5359 

South Dakota 

Rushmore ACE, Kenneth Kayl, 902 Vir¬ 
ginia Ln, Rapid City SD 57701 
605-343-7289 


Tennessee 

Chattanooga Atari Owners Symposium, 
Phil Snidei; PO Box 80101, Chattnooga 
TN 37411 

Knoxville AUG, John Cole, PO Box 53362, 
Knoxville TN 37950-3362 615-691-4435, 
BBS: 615-691-0113 
Texas 

Alamo Area Atari User Association, A1 Sh¬ 
errill, PO Box 79-1426, San Antonio TX 
78279-1426 512-492-6633 
Atari ST Club of El Paso, Tim Holt, 10953 
Yogi Berra, El Paso TX79934 
915-821-2048 

Atari Users of North Texas, Gary Sewell, 
PO Box 852016, Richardson TX 
75085-2016 214-727-6567 
DAL-ACE, Rachel Duke, PO Box 851872, 
Richardson TX 75085-1872 214-429-6134 
Virginia 

GRASP, Thomas Marvin, 1420 Yale Ave, 
Richmond VA 23224 804-233-6155 
NOVAIARI, Earl Lilley, PO Box 4076, Mer- 
rifield VA 22116 703-281-9017 
STATUS, Buck Maddrey, 5245 Shenstone 
Cir, VA Beach VA 23455 804-464-2100, 
BBS: 804-495-3905 

WACUG, David Waalkes, 1302 Oregon Ave, 
Woodbridge VA 22191 703-490-1225 
Washington 

Atari Association of Desert Dwellers, Rick 
Raymond, Rt 1, PO Box 5296, Richland 
WA 99352 

Bellevue/Redmond ACE, Joe Mraz, PO Box 
70097, Bellevue WA 98007 206-747-2433 
Kitsap County ACE, Bill Penner, PO Box 
2333, Bremerton WA 98310 206-373-4840 
R-AUG, Mike Barret, PO Box 845, Oak Har¬ 
bor WA 98277 206-675-7167 
STDIO, Ralph Plaggenburg, 904 N 33rd PI, 
Renton WA 98056 206-228-5303 
STarBase, Steve Drake, 8307 27th NW, Seat¬ 
tle WA 98117 206-782-3691 
Seattle Puget-Sound ACE, Nick Berry, PO 
Box 110576, Tacoma WA 98411-0576 
206-759-1473 

Southwest Washington Atari Group, Allan 
Cokes, PO Box 1515, Vancouver WA 
98668-1515, BBS: 206-574-1146 
TRACE Users’ Group, Terry Schreibei; Box 
2037, Point Roberts WA 98281 
604-943-4786 

Wisconsin 

Central Wisconsin AUG, Thomas Ptak, 217 
S Schmidt Ave, Marshfield WI54449 
715-387-4512 

Milwaukee Area AUG, Linda Heinrich, PO 
Box 14038, West Allis WI 53214 
414-421-2376 

Milwaukee Area ST User Group, Bruce 
Welsch, PO Box 25679, Milwaukee WI 
53225 414-463-9662 
Packcrland ACUS, Peter Schefsky, 2714 
South 11th PI, Sheboygan WI 53081 
414-457-451 


June 1991 


Current Notes 


Page 79 


CLASSIFIED ADS 

STraden a new and innovative way to buy, 
sell, and trade Atari ST hardware, software, 
and accessories. For details, send S.A.S.E. to: 
STrader, 4633 Juneau Cir, Suite B, 
Homestead, FL 33039-1173- 

SUBSCRIBE TO THE LYNX! The LYNX 
is a monthly newsletter for Atari computers 
and video games: The XE/XL series, SIX 
STE, and the LYNX portable. We also sup¬ 
port PC clones! Each month there is news 
about the Atari world, new products, game 
reviews, maps, hints, tips, top scores, pro¬ 
gramming columns, editorials, opinion col¬ 
umns, and advertisements. It is written in a 
humourous but informative manner, and 
comes out each month. Each issue costs 
$1.00, and if you subscribe for $12.00, you 
get a free game for the XE or ST (please 
specif^. Subscribe today! Send to: Phil Pat¬ 
ton, 131 Dake Ave., Santa Cruz, CA 95062. 

CN Back Issues. Remember you 
can order back issues of Current 
Notes. 1987/88 issues are $1.50 
each; 1989 ($2.00 ea); 1990 ($2.50 
ea); and 1991 ($3.00 ea). Order from 
Current Notes, 122 N. Johnson Rd., 
Sterling, VA 22170. 

Send your classified ads into CN 
Classified, 122 N Johnson Rd, 
Sterling VA 22170. Cost is $0.03 
per character. 
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A & D Software 

800-800-2563 

49 
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77 

Artisan Software 
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13 
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Current Notes ST Library 
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D. A. Brumleve 
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12 

Debonair Software 


33 

Delphi 

800-544-4005 

obc 

Electronic Clinic 

301-656-7983 

26 

Gadgets by Small 

303-791-6098 

51 

Hi-Tech Advisers 

800-882-4310 

13 

ISD Marketing 

416-479-1880 

35 

Joppa Computer 

800-876-6040 

5 

Kyle Cordes 

314-921-0614 

56 

L & Y 

703-643-1729 

47 

MS-Designs 

217-384-8469 

56 

Micro Computer Depot 

800-845-3070 

1 

Oregon Research Assoc 

503-620-4919 

46 

PDC (Calamus) 

800-255-8220 

9 

PDC (PD disks) 

800-255-8220 

29 

PDC (Stealth) 

800-255-8220 

68 

Rising Star 

800-252-2787 

ibc 

ST Connection 

303-423-6805 

68 

ST Informer 

503-476-4611 

21 

Sideline 

800-888-9273 

63 

Templicity 

415-655-2355 

18 

Toad Computers 

301-544-6943 

40 

WAACE Atarifest 

301-465-8628 

27 


DOWN 

1. by no means 

3. not_ 

7. northernmost 
12. path 
15. joint 

25. leftovers 

26. emblem 
28. caboose 
30. reputation 
34. white headed 

38. go juice 

39. craft 


1- 

ACROSS 

24. 

should do this 

35. 

similarly 

4. border 

25. 

harden 

36. 

near 

16. a thousand thousand (2 

28. 

log 

40. 

affirmation 

words) 

31. 

gnawed 

41. 

sailor 

20. audio 

33. 

us 

42. 

nym 
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‘Rising Star Computers 


Order Line 

1-800-252-2787 


Games, Games, Games 


Aclion Fighter.15 

Action ST II.25 

Adventures of Sinbad.31 

African Raiders.24 

AftertheWar.27 

Afen Syndrome.31 

Altered Beast.39 

American Dreams.31 

Anarchy.27 

Antago.27 

Aquanaut.32 

Arcade Force Four.33 

Astro Marine Corps.27 

Atomic Robo Kid.36 

Awesome Arcade Action Pk.... 37 

Back to the Future 2.34 

Bad Company.34 

Balance of Power 1990 . 39 

Bahian the Movie (HC).27 

Baffle Chess.34 

Baffle Command.38 

Baffle Master.36 

Baffle Tech.35 

Baffle of Britain.45 

Beam.22 

Beverly Hills Cop.31 

Billy The Kid.27 

Bismark.31 

Black Gold.27 

Black Lamp.15 

Black Tiger.27 

Blitzkrieg May 1940.34 

Blue Angels.34 

Borodino.41 

Botics.29 

Brain Blaster.23 

Bride of the Robot.25 

BSS Jane Seymour.36 

Cadaver.31 

Captive.37 

Car-VUp.31 

Cardinal of the Kremlin.33 

Cartographer.12 

Cartoon Capers.25 

Chamber/SCI Mutant.31 

Chaos Strikes Back.25 

Chaos Strikes Back Editor.19 

Chaos/Dung Master Twin Pk... 39 

Checkmate.37 

Chess Simulator.34 

Chicago 90.25 

Chinese Karate.25 

Chuck Yeager Adv. Right Sim. 29 

Cloud Kingdoms.34 

Ctown-O-Mania.20 

Clue- Master Detective.27 

Code Team.46 

Codename Iceman.39 

Coin Op Classics.23 

Colonels Bequest.36 

Colorado.34 

Conqueror.34 

Conquest of Camelot.39 

Corporation.37 

CuraeOfRa.34 

Cyberball.27 

Damocles.29 

Dan Dare III, The Escape.27 

Day of Ihe Viper.29 

DaysofThunder.34 

Debut.34 

Defenders of the Earth.27 

Deluxe Paint.81 

Dinosaurs.26 

Double Dragon II.25 

Dragon Scape.24 

Dragonflight.39 

Dragons Breed.37 

Dragons Lair.37 

Dragons of Flame.19 


Drakkhen.39 

Dungeon Master.23 

Dynasty Wars.27 

Emperor of the Mines.12 

Escape of Robot Monsters.15 

EyesofHorus.25 

F-18 Combat Pilot.31 

F-19 Stealth Fighter.46 

F-29 Retaliator.37 

Falcon.32 

Falcon Mission Disk 2.19 

Feudal Lords.37 

Fiendish Freddy.34 

Fighter Bomber.30 

Fighter Bomber Mission Disk ..24 

Fighting Soccer.34 

Final Command.37 

Fire.29 

Fire Brigade.33 

Fire and Brrnstone.31 

Fire and Forget II.34 

Flood.29 

Fools Errand.38 

Full Count Baseball.26 

Full Metal Planete.34 

Future Basketoal.34 

Future Dreams.34 

Future Wars.34 

Game Over II.24 

Games Galore.27 

Gold Rush.26 

Golden Axe.30 

Grand Monster Slam.25 

Gremlins II.27 

Gridiron.21 

HATE.24 

Hard DrivHY II.37 

Harley Davidson.41 

Harmony.28 

Harrier Combat Simulator.14 

Heat Wave Boat Racing.28 

Heavy Metal.27 

Heros of the Lance.29 

Highway Patrol 2.34 

HiKsfar.38 

Horror Zombies From Crypt.... 37 

Hot Rod.34 

Hound of Shadow.29 

Hoyles Games I.23 

Hoyles Games II.23 

Hunt for Red October.23 

Immortal.37 

Imperium.36 

Infestation.31 

Infogrames Tri-Pack.34 

Ironman (Super Off Road).28 

Jack Nidaus Golf.34 

Journey to the Centre of Earth 28 

Jug.10 

KickOff.27 

Killing Game Show.31 

King Quest 4 Perils Of Rose ... 39 

Wax.26 

Knife.44 

Kni^its of Legend.37 

Krypton Egg.24 

Last Ninja II.32 

Last Starship.24 

Leaving Teramis.27 

Legend Of Djel.34 

Legend of Faerghail.27 

Legend of Sir Fred.31 

Legend of the Lost.34 

Leisure Suit Larry 3.39 

Life and Death.38 

Loom.45 

Lost Dutchman Mine.31 

Lost Patrol.38 

Mad Professor Mariarb.27 

Magic Ry.32 


MakinWhoopie.22 

Manchester United.25 

Manhunter 1 New York.31 

Manhunter 2 San Fransisco .... 31 

Mean Streets.36 

Mig 29 Fulcrum.54 

Mirror Image.19 

Murders In Space.31 

Narc.37 

New Zealand Story.27 

Night Breed.29 

Night Hunter.33 

Nftro.28 

North and South.31 

Oil Imperium.31 

Onslaught.31 

Orbiter.25 

Oriental Games.34 

Overlord (Supremacy).37 

Pang.34 

Paradroid90.34 

Paris Dakkar 90.34 

Pepsi Challenge.25 

Pictionary.31 

Pipe Dream.28 

Planet of Lust.24 

Plotting.31 

Pool of Radiance.37 

Populous.37 

Populous. The Promised Land 19 

Powermonger.39 

Powerplay.25 

Prince.31 

Prince Of Persia.37 

ProSoocer.26 

Pro Tennis Tour.25 

Projectyle.29 

Pub Games.29 

Pursuit to Earth.22 

Puznic.37 

Rainbow Islands.29 

Rainbow Warrior.31 

Red Storm Rising.34 

Rick Dangerous II.34 

Risk.27 

Robocopll.37 

Rock and Roll.22 

Rogue Trooper.34 

Rollout.25 

Rorke’s Drift.31 

Rotox.32 

Roy of Ihe Rovers.25 

Scrabble.27 

Sex Vixens from Spaoe.29 

Shadow of the Beast.31 

Shark Attack (Ultimate Golf).... 27 

Sherman M-4.27 

Shoot'em Up Construction Kit 37 

Sidewinder.19 

Silpheed.22 

SimCity.34 

Sleeping Gods Lie.31 

Sly Spy.31 

Soldier 2000 .20 

Space Ace.37 

Space Ball.25 

Space Quest3.31 

Star Blaze.24 

Star Wreck.25 

Starlight.30 

Stash.19 

Stellar Crusade.42 

Street Hockey.31 

Strider.25 

Stun Runner.37 

Stunt Track Racer.26 

Super Puffy's Saga.25 

Super Scramble.25 

Superbike Simulator.39 


Supreme Flight Command.37 


System 3.47 

Targhan.22 

Team Yankee.41 

Teenage Mutant Turtles.36 

Tennis Cup.27 

Their Finest Hour.45 

Theme Park Mystery.31 

Third Courier.31 

Thunder Birds.31 

Tie Break Tennis.25 

Time Machine.34 

Time Runner.25 

Times of Lore.25 

Tom And The Ghost.37 

Tom and Jerry II.23 

Total Recall.37 

Tower of Babel.31 

Toyottes.25 

Treasure Trap.25 

Triton III.14 

Trump Castle Casino Gamb.... 27 

Turbo.37 

Turrican .25 

Twist.44 

Ultima V - Warrior of Destiny... 39 

Ultimate Darts.25 

Uncle D Consoundtration.25 

Universe 3.31 

Vaxine.31 

Veteran.19 

Viking Child (Prophecy 1).25 

Vindicators.25 

Walbtreet.22 

War Machine.22 

Wayne Gretzsky Hockey.34 

Web Of Terror.27 

Wicked.31 

Wild Streets.20 

Wind Walker.25 

Wings of Death.34 

Woodbinds.25 

WoridCup 1990 Soccer.31 

World Trophy Soocer.27 

Xiphos.27 


f %;Star 

Specials 


Buy One 1040 
STe at regular 
price get second 
one for $369 00 


Mega STe 4 
$1399 00 

★ ★ A 

Disk Label Maker 
Program (DLM) 
$7" with any 
order! 


Productivity 

1st Word Plus 3.14.62 


Aocess.18 

Base Two.39 

Becker Cad.71 

Best Business Manager 2.0 ..185 

C Source Debugger.44 

Calamus.174 

Calamus Font Editor.63 

Calamus Outline Art.171 

Canvas.24 

Card File.23 

Circuit Maker 2.0 (Req 1 Meg) 99 

Cleanup ST.24 

Code Keys.26 

CodeHead Utilities 3.0.22 

Complete Artist.31 

Cridt Bar Code Plus.155 

Cyber Control 1.1.34 

Cyber Paint.49 

Cyber Print.31 

Cyber Sculpt.57 

Cyber Studio/CAD 3D.55 

Cyber Texture.33 

Data Manager ST.51 

Day By Day.37 

dBMan V 5.2 w/CompNer.168 

DC Desktop.25 

DC Utilities 2.0.25 

Degas ESte.45 

Diamond Back II.37 

Digibase.62 

Digicalc.49 

DLM (Disk Label Maker).12 

Draw Art Professional.45 

DynaCadd 1.84 . 589 

E-Type.49 

EPS Clip Art.19 

Flair Paint ..48 

Flash 1.6.19 

Fleet Street Publisher 3.0.239 

FM Melody Maker w/Software. 93 

G+Plus.23 

GFA Basic 3.5 w/Compiler.97 

Hard Disk Sentry.33 

Hisoft Basic.45 

Hisoft Basic Professional.75 

Hisoft C Interpreter.62 

Hit Man.156 


Home Aocounts.31 

Hotwire Plus.39 

Image Cat.17 

Interlink ST.20 

K-Graph3.49 

Keyboard Controlled Seq.138 

LaserC.115 

LDW Power Spreadsheet.112 

LookitandPopit.27 

MalshotPlus.62 

Mark Wiliams C.109 

MIDI Recording Studio.37 

Mkimax.31 

Mug Shot.27 

Multi Desk.19 

Multiviewer Graphica (MVG)... 39 

Music Studio 08.37 

Neodesk CLI.19 

Neodesk III.47 

Pagestream.125 

PC Board Designer.122 

Personal Pascal.74 

Phasar4.0.56 

Prospero C.98 

Quick ST 2.16 

Quick Tools.19 

Replay Professional.194 

Script.49 

Signum Word Processor 2 .... 125 

Sketch.62 

STAooounts2.0.99 

Supertaase Personal II.107 

Superbase Professional 3.0 ..220 

TC8 Tracker.65 

Tempus II.56 

That’s Wright.142 

Tiger.97 

Tiger Cub.62 

Tracker ST.54 

True Basic w/Runtime.62 

Turbo ST.32 

UltrascriprST.137 

Universal Item Selector III.17 

Utilities Plus.45 

WordRair.59 

Word Rar II.99 

WordPerfect.189 

Word Writer ST.51 


( ICE Systems Hard Drives 

ICE 85 Meg $579 00 

ICE 44 Removable $659 00 

Drives are assemblied with ICD host advantage phis 
. adaptors (with built in clock). Drives are formatted and 
ready to go. Under the monitor cases, $20 extra. 


Hardware 


AdSpeed.235 

Atari 1040STE.399 

Atari Megafiie 30 Hard Drive . 365 

Atari Mega STe2.1299 

Atari Mega STe 4.1399 

Atari Mono Monitor (SM124). 156 
Atari SF314 3.5" Disk Drive... 168 

Computer Eyes Color.194 

Cyber VCR.46 

Drive Master.35 

Forget Me Clock II.48 


Golden Image Hand Scanner 304 
Golden Image Mouse - GIN .... 37 
Golden Image Optical Mouse .. 71 


Hand Scanner w/Touch Up ... 327 

ICD Host Adaptor.91 

IMG Scan (Image Scanner).81 

Master 3S 3.5" Drive.131 

Master 5S 5.25" Drive.198 


Monitor Master.34 

Mouse Master.27 

PC Speed.194 

PC Speed Mega Bridge.60 

ST Tine (Internal Clock).45 

ST Xformer Cable & Software. 21 
Supercharger (1 MEG)vers. 4 399 

Turbo 16.279 

Turbo Blitz Cable & Software ..33 

VIDI-RGB.109 

VIDI-ST.134 

Video Key.72 


^ We carry all ^ 
Portfolio, Lynx and 
Sega Genesis 
l products! l 



Mail Orders To: P.O. Box 20038 ★ Dayton, Ohio 45420-0038 



Cal or Write for FREE CATALOG. If ordering by mail, cal ahead to get totals. No extra charge 
for credt card orders - Next day delivery available. - APO & FPO - Ohio residents add 6.5% sales 
tax-Alow 10 business days for personal or company checks-Returns subject to 20% restockif^ 
fee -Defectives require return authorization number for repair or replacement-Prices and 
availability subject to change without notice. We check ail credt card orders for your protection. 
ORDER UNE HOURS: Monday - Friday, 10 AM. - 9 PM. Saturday 10 AM - 2 PM. 


Order Status 
1-513-254-3160 

























































































































































































































































































































What Your 
Computer 


v 




Expanding horizons 11 / 

There’s a vast world of 
information and services out 
there. A world that’s current, vital, 
and constantly updated. DELPHI, 
your complete online 
personal resource, brings 
that world a little closer. 

With your modem, you can 
join special interest groups, 
download software, meet new friends or 
tap into the world’s most comprehensive 
databases to expand the horizons of your 
computer. 


Meant 

For, 


Extensive Services 

With a simple phone call from your home or 
office, you get the latest news from the major 
wire services, discounts on travel reservations, 
complete business and financial services, stock 
quotes, online shopping, sophisticated 
electronic mail, telex, fax, conferencing, 
interactive games, special interest groups and 
even a complete encyclopedia. 

Participate 

Chat with other members and computer experts 
in Conference, and post or respond to messages 
in Forum. Win great prizes when you jump into 
a worldwide trivia tournament and play 
computer games! 


< \: 
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I W WALLET-FRIENDLY 
I J You can reach DELPHI 

with a local phone call from 
almost anywhere. There is 
NO premium for access at 1200 or 
2400 bps, and standard connect 
rates are only $6/hour. The basic 
fee of $5.95 per month includes 
your first hour of usage. For even 
lower rates, join DELPHI’S 20/20 
Advantage Plan and enjoy 20 hours 
of usage per month for only $20! 



FREE MEMBERSHIP 

For a limited time you can join DELPHI for 
free! 


NO RISK 

With DELPHI there is no risk. 
If for any reason you aren’t 
satisfied, cancel your 
membership and we’ll refund 
your first monthly fee. 


Join now online for FREE: 

Dial 1-800-365-4636 (by modem) 

At Username: enter JOINDELPHI 
At Password: enter NOTES 

Questions? Call 1-800-544-4005 (voice) 


DELPHI 

The World’s Premier Online Service 





